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How robot soldiers are reinventing multiplayer Harmonix reveals its brave new sound 


Awesome artwork seorets revealed! 
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EDITOR'S LETTER 

Welcome to the next wave of blockbuster hits 




"WE'VE GONE HANDS-ON WITH 
BATJlEBORNmU MGS V, AS WELL 
AS BLACK OPS III MULTIPLAYER" 


or an issue sent to the printers 
before E3's annual rush of Next 
Big Things, I'm incredibly proud 
of just how many huge games 
we did manage to squeeze in. 
We've gone hands-on with Battleborn 
and Metal Gear Solid 1/, we zipped over 
to Montreal to see the latest /Issass/n's 
Creed anb we've played Call of Duty: 

Black Dps Ill's new robot- 
powered multiplayer to 
destruction. Throw in a 
look at the greatest RPG 
side quests of all time - 
to celebrate the arrival of The Witcher 
3 - and you wonder if we even need E3. 
Those that do, check back next month! 


EMAIL matthew.castle(5)futurenet.com 
LIVE OXM Pesto TWIHER (5)mrbasiLpesto 



Alex Dale 

Deputy editor 


Tom Stone 

Staff writer 


Emma Davies JoeSkrebels 

Production editor Community manager 


Live ChocoboOfDoom 

Twitter 

@SporadicDaler 

Alex has taken up 
canoeing, of all things. 
He calls his boat 'The 
Slice of Life' and takes 
seven bags full of what 
we presume is packed 
lunch on-board with 
him. Hungry work, 
that canoeing. Hey, 
where's Tom? 


Live OXM Tom Stone 

Twitter 

@thetomstrange 

; Tom came to us as all 
: new writers do: as an 
emotional blank slate, 
i After picking a persona 
i out of our tombola 
; however; Tom's true 
self became clear: he's 
: a fading glam-rock 
: star with an unhealthy 
i celery obsession. 


Live OXM Emma 
Twitter @emcetera 

Done anything wild 
: this month, Emma? 

; "Er; I stayed up all 
: night watching the 
; UK general election 
; results." What's so 
: wild about that? 
i "I... had cocktails?" 

; Sheesh. Watch out, 
Miley Cyrus - there's a 
1 new badass in town. 


Live OXM Joe 

Twitter @2plus2isjoe 

: Notice anything 
: different about Joe? 

! Inspired by 77?e l/l^fcf?er 
; Js crafting system, 
i Team QXM pinned 
; him to the ground 
I and sheared off his 
i luscious mane so we 
! could use it to craft 
a potion. Health -10, 
i vomit +10. 
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Microsoft 



THE MASTER CHIEF COLLECTION 



t ? 

T The definitive Halo experience brings The Master 

Chief s entire story on one console for the first time 
ever. Plus, get the new digital series Halo: Nightfall 
and access to Halo 5: Guardians Multiplayer Beta. 
Pre-order now at xbox.com/Halo 



Blood and Gore 

Language 
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INDUSTRIES 


*Halo: Nightfall: 5 episode live-action series is streaming only, and will initially be 
available on a weekly basis, and then on demand. Xbox One or Windows 8.1 and 
broadband internet required; ISP fees apply. Halo 5: Guardians Beta: Game disc 
required. Limited-time beta starts December 27, 2014, and ends January 22, 2015. 
Must be 17+. Xbox One, broadband internet (ISP fees apply) and Xbox LIVE Gold 
membership (sold separately) required. Halo: Nightfall and Halo 5: Guardians 
Beta dates, content, and features subject to change. See www.xbox.com/halo 
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$20 
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WATCH SLING TV ANYTIME, ANYWHERE. 
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ENJOY THE BEST OF LIVE TV 
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PC/MAC® amazon 
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NEWS, HIT SHOWS & MORE 


- With no annual contracts, bundles, 
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Are you ready to take back TV? 

Start watching live TV INSTANTLY for 7 DAYS— FREE! 

sMng.com/offer12 or 1.888.365.4208 

Promotional Offers: Free trial: Available to new customers upon account activation. Must provide email address and credit card. HBO may not be available as part of the free trial. Billing and Cancellation: After any promotional period your 
credit card will be charged monthly for applicable subscription until you cancel your service. Cancel anytime on Sling.com or by calling 1 (877) 81 1 -4788. Programming fees are charged monthly in advance and no credits or refunds will be 
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for details. Offer ends 8/31/15. ESPN and ESPN2 are registered trademarks of ESPN, Inc. ©Disney. All Rights Reserved. All trademarks are the property of their respective owners. FIBO® and related channels and service marks are the 
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N O'U G H T I E BUT N I a>^ > ^ 

FENIXFROM-^ ^ 
THE FLAMES ^ 

We drool over newly leaked footage and 
explain why the 'rumored' remake of 
the original Gears of War is just part 
of a trend of noughties nostalgia 
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Konami to focus on mobile games? 

Saying mobile is "where the future of 
gaming lies", Konami seemed to announce 
intentions to move away from big console 
releases, focusing instead on pay-as-you- 
ploy. Don't expect o full retail retreat, 
though - would you waste all that talent? 


Fallout 4 confirmed? 

A Mirodo Studios employee recently claimed 
on Linkedin to hove worked on o live action 
trailer for o little gome called Fallout 
The CV's since disappeared, but we'd 
eat our irradiated hot if the gome hasn't 
appeared at E3 by the time you read this. 




>/THE two BETA TESTERS 
WHO-HAD J.EAKED THE 
FOOtAGE were given 
■ TEMPORARY BANS 
FROM XBOX LIVE// 






" love the passion," claimed head of Black Tusk Studios, 
Rod Fergusson, "but there's no Marcus Fenix Collection. 
We are working on other exciting Gears projects. I'll see 
you at E3!" That was the developer of the as yet untitled 
Gears of War 4 back in March, casually kerb-stomping 
our dreams of an Xbox One remake of one of the last 

generation's defining series. We were disappointed, 

especially because Fergusson's news had been stubbornly 
ignored by the internet. Cyberspace stubbornly insisted that 
a remake of the original Gears of War was still on the way. 

"Oh, sweet, naive internet," we sighed, preparing to pull the 
plug on our modem. "As if Fergusson would pull the wool over 
our... Great Fenix's ghost! Is that in-game footage7\" 

After a further 50 watches, our jaws still haven't left 
the floor. It seemed promising, but then so did the fake 
screenshots that had been doing the rounds prior to that. 

But then the two beta testers who had leaked the footage 
were allegedly rewarded by Microsoft with temporary bans 
from Xbox Live. Can we take that as confirmation, then? We 
hope so, as we're looking at a stunning, high-resolution 
remake of one of Xbox's most important games. 

Because Gears of War was so much more than just a great 
third-person shooter. This was the game that established 
Xbox 360's reputation as an essential gaming machine. This 
was the game with the winning mix of incredible (for the 
time] graphics and tight controls that made cover-based 
shooting the norm for almost an entire generation. This was 
the game with online multiplayer so good it snatched Halo 
2's crown as the most-played game on Xbox Live, effectively 
passing the torch from one console generation to the next. 
This was the game that showed us that chainsaws and 
assault rifles were meant to be the same weapon all along. 
This was the game that made people realise they could no 
longer put off upgrading from the original Xbox. For many of 
us, this was the game. So a remake on our more powerful ® 




Rainbow Six Siege kicks in October's door 

The good news is we'll be saving beloved hostages/ 
taking stupid hostages in Siege from October 13, but 
sadly we won't be seeing The Division until early 2016. 




® new hardware can only be cause for 
celebration, right? "Oh, sweet, naive, 
OXM..." sighs the internet. "You really 
think gamers want another re-release?' 


REMAKING ME LIVID 

'Ultimate Edition', 'Definitive 
Remaster', 'Good Version this Time, 

We Promise' - whatever term you 
use, all gamers are seeing is remake, 
remake, remake. Just this year we've 
already had ports of Resident Evil, 

DmC: Devil May Cry, Dark Souls //and 
State of Decay. One of those games is 
almost two decades old; another has 
barely celebrated its first birthday. If 
you upgraded to Xbox One because 
you didn't want to miss out on exciting 
new releases, then we can understand 
your frustration - particularly when 
we own some of these games as Xbox 
360 discs. Discs that our new console 
won't play. Looking at the shelves 
of Xbox One's library, it can feel like 
we're being charged again to play 
games that we've already enjoyed. 

But that misses what a great 
remake can do, and exactly why 
we were so enthralled with the 
footage we saw leaked online. 

Often how we remember a 
game disappoints when we 
look back at it, realizing 
our rose-tinted glasses 
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it's still an early Xbox 360 release, 
and that shows. Play the original after 
watching the new footage and the 
difference is staggering. Blur is gone, 
replaced with cleaner, more detailed 
graphics and lighting. We haven't seen 
much yet, but rumors suggest that the 
game will run at 60 frames per second, 
something that just wouldn't have 
been possible in a game of such scale 
on Xbox 360. Online multiplayer at that 
framerate? Some remake - that's going 
to feel like a whole new game. 

But it sounds as if we're not getting 
more than the original game in this 


Improved lighting mokes 
that Locust's head pop. 

That's our Christmos- 
cord photo sorted. 

might as well have had pink paint 
plastered over the lenses. Play the 
original Halo now and it looks more 
lifeless and blocky than a depressed 
Lego man. The Master Chief Collection 
isn't just a re-release - it is the 
rose-tinted glasses, enabling us to 
enjoy gameplay that's stood the test 
of time without faded graphics that 
definitely haven't. The original Gears 
of Wars is by no means hideous, but 
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Xbox One sees record April US sales 

A good month for Microsoft, os Xbox One was the 
best-selling console in April in the US. 63% more 
consoles sold than lost April, stats fans. 



"Was it you that leaked 
the footage? Well... 

DID YOU?!" 

'Ultimate Edition'. A lazy port? We 
reckon it's more likely to be a back-to- 
basics approach, one that's appealing 
to a lot of gaming's once-biggest 
hitters this year. Rock Band and Guitar 
Hero are coming back, with the former 
focusing less on gimmicks and more 
on the fun of pretending you and 
your friends should be allowed near 
instruments. Tony Hawk's Pro Skater 
5 promises to be a similar return to 
the series' roots. Looking back isn't 
necessarily a bad thing, and this 
revival of series that haven't been 
popular since the mid-'OOs seems like 
a sincere attempt at rediscovery. 

LESS IS GORE 

What made these games work? What 
so enthralled the previous generation 
of gamers? Do we just yearn for series 
before they became overstuffed with 
dodgy ideas? You know you've taken 
a wrong turn when Mr Hawk started 


getting off the board to go for a jog. 
Getting in on the theme last year, Phil 
Spencer called early Gears of l/l/ar titles 
more "soulful, and maybe even a little 
dark. We've talked about getting back 
to something. We've got to get back to 
that." It's hard to disagree. While we'd 
argue there's yet to be a bad Gears of 
War, none have quite grabbed us as 
much as the horrors of the original, 
a nerve-wracking game that takes 
more inspiration from Resident Evil 4 
than the series' later entries do. Those 
focused more on action and piling on 
the blockbuster set-pieces, making for 
intense experiences - but something 
was definitely missing. 

What better way to readjust ready 
for a darker, more horrific Gears of Four 
(don't worry; that awful title's ours] 
than an update of the original? Fully 
accessible to a whole new generation 
of gamers who've never felt the thrill 
of chainsawing a rival's neck with their 
Lancer. Our trigger fingers itch and 
our mouths make worrying 'vrrm vrrm' 
noises just thinking about it. 

TOM STONE 


//ONLINE MULTIPLAYER IN FULL 
60FPS? THAT'S GOING TO FEEL 
LIKE A WHOLE NEW GAME// 



THIS MONTH 
WE LEARNED 


Why Call of Duty fans ought to have 
a bit more self-belief. Bless 'em. 


Just how impatient we can be for a 
Final Fantasy XV release date. 


#(g)0XM 
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FORZA 


Open it up in a truly massive open-world. From day to 
night, dirt to pavement. Connect and race with friends 
in the most realistic— and unreal— driving game out 
there with more than 200 of the world s greatest cars. 
Get the demo now on Xbox One. 




Features and requirennents subject tp change; Feaw^^s^^^N^&e^Xbox SGO'and ^ox One version of ganr^ (ea^sold separatelyj^Xbux One games for ji§e only wTtfr Xbo)cpii_e^ystems. Games made foj:J^ox 
360 will not work on Xbox One. Xbox-ilVE Gold merabershi^t5^.i^araffef^feqffil^5fejiQnlineLjTiultiplayer; multiplayeebetween Xbox SBO andl<Box One nQ,t's^^PI|jj^LPr>,X^x 3607sbme cars require download 
from Xbox LIVE (ISP fees apply) and a hard drive.?&r Xbox 360 4GB, Arcade and Cofe^onsoles (hard drive sold separately). Demd^wail^le for Xbox One only DolA?nteiaflTrt:^Xbo)rH^^ 12GB required. ISP fees apply. 
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D AtStHtBtOtAtRtD 


SPARTAN ARMY 




OF DBA- ^ 
Could we be looking at 
Songhelio^? Comparisons 


to concept art suggest so. 


but the bigger guestion is 


First seen in on early 


why it's in ruins. In Locke's 


Halo 5 trailer, all evidence 


trailer, he blamed Chief for 


points to this collection of 


TEAM ONE 
- SPARTAN LOCKE 

(BOO!) , i — 

Following the events of novel 
Halo: First Blood, two members 
of COST Alpha-9 team, Romeo and 
Buck, may have joined Locke's sguad. 
Macer, an important character from 
Holo: Knightfoll, may have become 
a Spartan and joined also. Maybe. 
We're still very much in the 
dark on Locke's team, and we 
don't see that changing 
until E3. 


similar^looking destruction 
Is this the same place? Did 
our hero destroy the city? 
Is this the Spec Ops: The 
Line of Holo games? 


* -r angry triangles being a guardian 
f sentinel, an enemy Bungle cut 
out of Holo 3. Asked what it 
was, Holo producer Cosh Holmes 
tweeted "'the answer is in 
plain sight". Well, it is fc' 
' floating underneath the 
'• word GUARDIANS... 


CLASH OF THE 
TITANIIUMIS 

Newly revealed Halo 5 cover 
art raises more guestions 
than it answers 

What's the story? 

As part of its Hunt the Truth campaign, Microsoft 
released several seemingly unrelated images all over 
the internet, shocking everyone by leaking information 
about a triple-A game (gasp!) intentionally. After getting 
over the initial shock, the Halo community quickly solved 
the puzzle, giving us cover art for one of the biggest 
games of the year. Cheers Halo Community! 


Why should I care? 

If you've been following the story, the conflict between 
Master Chief and Spartan Locke is nothing new. It's the 
teams that have us excited, and while we think we know 
a little about them, it's what we still don't know that 
intrigues us. It also means that everyone should have a 
unique character for co-op, so no more arguing over who 
gets to play as Chief. Probably. 


What happens next? 

3^3 has a lot to prove this E3, with franchise 
development director Frank O'Connor acknowledging 
the online woes of The Master Chief Collection as 
"definitely a black eye for us". A clever campaign has 
done a lot to restore our faith in Microsoft's flagship 
series. This is easily one of the biggest contenders for 
game of the show. 
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A whole four seconds of Doom released 

Bethesda teased its Doom revival with a 'blink and you'll miss 
it' glimpse of o double-barrelled shotgun and o Revenont. 

Expect 0 full update on the title at Bethesdo's E3 presentation. 


UPPERS S 
DOWNERS 

This month's 
temperature, taken 

WHAT'S HOT? 



TEAM TWO 
- MASTER CHIEF 
f/: (WOO!) 

In the Holo: Escalation 
comic. Master Chief is last 
seen leading a squad of Spartan 
II's, known as Blue Team. We don't 
know where or why, but the cover 
art shows Linda, Chief of course, 
Kelly and Fred. Whatever their 
role, it looks like Chief 
needs all the help he 



To celebrate we took Geralt to a tavern, 
caught a maiden's eye and... ahem. 
We're shy to say. 


•.p 

VOICE MESSAGING 

A May update finally adds voice 
messaging to Xbox One. Perhaps we 
could start doing our reviews in song? 



'KEEP ASKING' 

Phil Spencer's promising response to a 
tweet about more JRPGs on Xbox One. 
60 asks a second okay, Phil? 


WHAT'S NOT? 



DEAD ISLAND 2 


Zombie games are everywhere, but 
we're still gutted that Yager's Dead 
Island sequel has been delayed to 2016. 



TELLTALE GAMES 

After waiting four months between 
Borderlands episodes, we've got at 
least two more before its next GoT. 




FACTUAL ACCURACY 


AC Syndicate's trains have 'British 
Railways' scrawled on the side - it 
wasn't founded until 19A8. Oopsy! 
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EASTER EGG R< ig $2.^78 million, Yooka-Laylee 5 the most-( :wdfunded UK game ever. 


TEI 

!k 

PRI 

0 
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THIS MONTH: 


HOW TO RESURRECT THE 
CUTESY-PLATFORM GENRE 

Playtonic studio head Gavin Price explains haw 20 
years af experience at Rare shaped Yooka-Laylee 



Yooka's the chameleon and 
Laylee's the wisecracking 
lady-bat. Cut out and keep 
this page in case you need 
to remember which is which 
in an emergency. 


I Love the genre 

Play them; live them; beat 
them and understand them. 
Listen to what core fans of the 
genre are saying; understand 
what are their highs and lows; 
work around their bugbears 
and work towards their 
treasured moments. 

Make your matter 

Think about how they 
drive the gameplay: are 
they spent wisely? Do they help 
players to navigate the world? 
Can they hint at secrets? Use 
them to reward the player, but 
don’t make them become their 
own resource-management mini- 
game or chore. 

Test players' skills 

The moves are your 
DNA building blocks of 
everything else - every enemy, 
level and puzzle is reverse- 
engineered to test them in a 
variety of ways, difficulties and 
complexities, and in different 
combinations. The more varied 
contexts you do this in, the better! 


Keep your world 
design smart 

Levels should be 
challenging to navigate, but not 
confusing. Avoid repeating 
similar-shaped geometry or 
silhouettes. Ever5Thing within 
should exist for a reason and 
not ‘for the sake of it’. You should 
be able to pick out key points of 
interest. Don’t make them 
visually noisy - you’ll sacrifice 
legibility for the sake of trying to 
make it look pretty in screenshots. 

5 Heroes have to be fun 

Characters should be 
responsive first and 
foremost, and not be held back 
by overly complex animation 
- you’re creating interactive 
entertainment, not passive 
entertainment like film or TV! 
Never lose sight of the fact that 
you’re making a game... 

6 Have heart 

Have every element in 
the game pulling in the 


BACKGROUND 

CHECK 

NAME Gavin Price 

JOB TITLE Studio head, 
Playtonic 

BIO Gavin joined Rare during 
its 'golden period' in the 
1990s, and so got to work 
on classics such as Donkey 
Kong Country, Perfect Dark 
and Jet Force Gemini. He 
moved into game design 
during the Microsoft/Rare 
era, and is responsible for 
titles such as Grabbed by 
the Ghoulies and Viva Pinata. 
He also brainstormed the 
'vehicle gluing' in cult classic 
Banjo-Kazooie: Nuts 8 Bolts. 
He founded Playtonic in 201^ 
- a studio made up almost 
entirely of ex-Rare staff. 


□ 





same direction - the humor, 
dialogue, visuals and sounds 
should all be aiming at 
hitting the right tone. If 
they’re not cohesive, you’ll 
end up with a confusing 
experience. 

7 Be mad creative 

If you’re making a cartoony 
game, don’t get tied down 
by focusing on real-world 
physics or laws! The shells 
kicked by Mario behave that 
way because they play well - 
likewise, who cares if when 
climbing up a tree you pop 
through the canopy and can 
then stand on top? Make fun 
gameplay rules, not a physics 
simulator! 

8 Keep surprising 
the player 

Don’t let them think they 
know what’s left or what to 
expect. Variety is key, so make 
every challenge fun and as 
unique as possible, and the 
game will never get tired or grow 
old. Hide secrets and Easter 
eggs that can take multiple 
pla)Throughs to be discovered 
and reward dedication. 

9 Don't include any 
time sinks 

Build the game to reward 
progress for short-, medium- and 
long-term play sessions. If the 
player has less time to spare, 
let them achieve something 
worthwhile, so that every second 
spent in the game is less likely 
to be wasted. 


I I I Everywhere. 

Put big eyes on 

ever5Thing and call it a character. 
You can create your own unique 
DNA and style of game within 
the genre that stands you out 
from the crowd and helps you 
achieve many of the other points 
on this list! OXM 
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Duke Nukem returning to 3D Realms? 

3D Realms seem to hove reached an agreement 
to buy the rights back from Gearbox. We'd be 
more excited if we hadn't played Forever. 


DASHBOARD 




Mirror's Edge 
(2016) sees 
Faith and her 
fellow couriers 
go open-world. 





SAFETY IN NUMBERS 

EA lets slip its full slate of late 2015/early 2016 blockbusters 


lectronic Arts recently gave a 
presentation to shareholders that, 
rather than wheeling out a string of 
actors and athletes to awkwardly 
banter on stage with execs, instead 
involved business-y words such as 'actuals' 
and 'margins'. BORING. There was one part of 
EA's presentation, however, that you should 
care about: its upcoming release schedule. 

Many of the 'revelations' coming from 
EA's financial report can be filed under 'duh'. 
The third quarter of the year - October to 
December - sees the miraculous return of EA's 
legacy sports titles: FIFA 16, Madden 16, NHL 
16 and Rory Mcllroy PGA Tour. Rory, of course, 
is currently ranked World Number One, and 
displaces naughty ol' Tiger Woods as the cover 


” star. The sequels continue into late autumn 
with NBA Live 16 and - new game klaxon! - a 
brand new entry in the Need for Speed series. 

Things had gone quiet on the Need for Speed 
front in recent years - 201A 
was the first year the 
once-unfathomably popular 
street racing series had 
skipped since 2001. But it 
looks like EA's suits haven't 
got their spreadsheets 
crossed; right as this issue 
of OXM was going to press, 

EA teased a single screenshot from a new 
Need for Speed game. As you can see above, it 
depicts what we think is a RAUH-Welt Porsche 
tuner, and features the branding of EA's own 


” Speedhunters - a website covering car culture. 
Appears that, in another nod to the '00s revival 
we talk about in more detail on page 8, NFS\s 
j- returning to its Underground roots. 

Star Wars Battlefront 
leads EA's Christmas 
lineup, which should be a 
nice little earner for the EA 
coffers as it'll tie in nicely 
with The Force Awakens. 

Mirrors Edge - a prequel 
to the cult 2008 first- 
person parkour game of 
” the same name - has somewhat less money- 
spinning potential, which is presumably why 
it shares the January-March 2016 death slot, 
alongside a new Plants vs Zorn hies WUe. 



//NEED FOR SPEED 
IS GOING BACK TO 
ITS UNDERGROUND 
ROOTS// 


IN NUMBERS > DATAPOINT: NEWS IN NUMBERS > DATAPOINT: NEWS IN NUMBERS 


21 HOURS 


The time it took for Yooka-Laylee to raise 
$1.5 milion on Kickstarter - quicker than any 
other videogame campaign on the site. 


1.6 


The number of copies in millions 
that Ubisoft sold of South Park: 
The Stick of Truth. 


2016 


The year that, following 
several delays. The Division is 
now scheduled to release. 


#(g)0XM 
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PLASTIC FANTASTIC 


BATTLE OF THE TOYS! 

Disney Infinity 3.0 and Lego Dimensions 
have both come for your wallet but 
which one should you let have it? 


T oy/game behemoth Disney 
Infinity faces some stiff 
competition this year in the 
form of Lego Dimensions, 
which has gobbled up all 
the licenses Disney and Marvel don't 
currently own. 

The statesmanlike Infinity \s hoping 
to sway you with its smaller, but 
perhaps more desirable selection of 
characters, while Dimensions is going 
straight for your brain's nostalgia 
center with a blocky spoon. Unless 
you're a playboy millionaire like Tony 
Stark, however, there's very little 
chance of you being able to afford 
everything - even if you limit your 
options to a single game. 


Do you go for the third iteration of 
Disney's established series, which has 
the benefit of years of cheaper 'legacy' 
figures? Or do you throw 
your weight behind the 
Lego conglomerate, 
which might bring 
something new 
and exciting? 

The answer, as 
always, is to listen 
to us. We've made 
the decision easy 
with our handy 
comparison chart, .. 
which pits each game 
against the other in an 
i epic battle royale... 



WHAT'S THE 
LINE-UP LIKE? 


ARE THE TOYS 
ANY GOOD? 


o 


HOW MUCH IS THIS 
GOING TO COST ME? 



The first game concerned 
itself with core Disney, 
while the second embraced 
Marvel. Infinity 3.0 does 
all seven Star Wars films 
- and who wouldn't want 
to collect those? There are 
few surprises here, but the 
chance to own the likes of 

Han and Chewie is appealing. 

The cast list isn't quite as 
exciting, but Infinity's tie-in 
toys are lovely, characterful 
pieces of sculpture, 
reminiscent of the animated 

Clone Wars series. Game 
aside, it's fun to see the likes 
of Mickey and Minnie here - 
these figures will look great 
on your shelf. 

In addition to the typical 

LotR, Batman and Lego stuff. 
Dimensions will feature 
characters, levels and 
vehicles based on Back to 
the Future, Doctor Who, The 
Simpsons, Jurassic Park and 
even Portal 2. What kind of 
monster wouldn't want a 

Lego Portal Gun? 

Well, it's Lego. It's a bunch 
of blocky, jaundiced figures 
based on famous characters. 
While it's exciting seeing 
what Marty McFly and the 
DeLorean would look like in 

Lego form, the toys aren't as 
striking as Disney's. On the 
upside, you could always use 
them in your regular Lego set. 


You'll save money if you 
already own an Infinity 
starter pack for your chosen 
platform, but even so, this 
time the starter pack of the 
base and two toys is retailing 
for a lower price of $6^.99. 
Figures, Play Sets and Toy Box 
prices vary, but $30 seems 
like the limit. 


WINNER: 

LEGO DIMENSIONS 


WINNER: 

DISNEY INFINITY 3.0 


It's the first outing game, so 
you'll be shelling out $100 
regardless. It does come with 
more stuff, however: three 
figures, a vehicle, and a cool 
Sfargafe-looking gateway 
thing. Level and Team packs 
cost $30 apiece, while twin- 
character Fun packs will 
run you $15 or so. 


WINNER: 

DISNEY INFINITY 3.0 
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Unlike Disney 
Infinity, Lego 
Dimensions seems 
like it will 
make the most of 
its character 
crossovers. 


/FD/MEA/S/OWS GOES STRAIGHT , 
■ FOR YOUR BRAIN'S'NOSTALGIA 
CENTER WITH A BLUCKY SROON// 


rg 




WINNER: WINNER: 

IT'S A TIE LEGO DIMENSIONS 


HOWTO 

SPEAK 

DEVELOPER 

Your guide to 
translating thase 
interview gems 


"We're working 
hard to get that 
finished. It's an 
impartant feature 
we want running 
from day ane . " 

Then we'll say we 
couldn't, and sell it 
back to you later as 
timed DLC. LOL. 


"I'd work with 
that publisher 
again in a 
heartbeat ! " 

As long os it was 
their last heartbeat. 


"We were excited 
about the 
possibilities 
for social media 
integration, but 
we decided those 
weren't the best 
fit for our game." 
I accidentally 
connected our early 
build to Chat 
Roulette, and now none 
of the dev team will 
look me in the eye. 


"Colorful graphics 
are appealing, but 
a darker approach 
was more fitting." 
You should see the 
tax breaks you get 
for rendering your 
entire game in brown. 


BioWare's Casey Hudson moves to Microsoft 

As creative director, the former Mass Effect project 
director will be mainly focusing on Microsoft's 
Hololens, os well os new Xbox One titles. 


WHAT^S THE ACTUAL 
GAME BIT LIKE? 

Disney has bussed in DnC 
dev Ninja Theory to revamp 
combat, and it does look 
much flashier and more 
involved. There's a new kart- 
racing mode, but expect a 
straightforward co-op action 
adventure otherwise, with 
worlds based on Star Wars, 
Pixar's Inside Out and more. 


ANY ANNOYING 
RESTRICTIONS? 

The perennial disappointment 
of Infinity is the inability to 
use any character with any 
level. It's a weirdly inflexible 
game, limiting this kind of 
interaction to the Toy Box 
stages, while keeping the Play 
Set ones crossover-free. Why 
shouldn't we be able to fight 
Stormtroopers as Mickey? 


Do you like the Lego games? 
This seems a lot like those, 
with all the humor, block- 
building, simple combat and 
platforming we've known 
and loved/endured over the 
years. The recent focus on 
open worlds will hopefully be 
replicated here - we can't 
wait to explore Hill Valley. 


Dimensions, by the sounds 
of it, will be much more open. 
The premise of the Lego Movie 
was characters from different 
worlds joining forces, and the 
dev has confirmed that you'll 
be able to use any character 
or vehicle in any stage. What 
would Batman think of Marty 
McFly's showboating antics? 



#(g)0XM 


THE OFFICIAL XBOX MAGAZINE 19 





a I'M COMING OUT OF THE CLOSET: 

I PLAY CALL OF DUTY. AND I'M 
PROUD TO BE A PART OF 
ITS COMMUNITY 99 

Alex explains why the fanbase's reputation for 
being belligerent and infantile is undeserved 



P eople with an interest 
in politics may well 
be familiar with the 
concept of the ‘shy 
Republican’. It’s a 
term used to explain 
why the party often performs 
better in elections than polls 
suggests it will. Tired of receiving 
ear-bashings from left-leaning 
colleagues, people keep their 
intentions to themselves until 
they cast their votes. 

Back in the land of games, 

I’m beginning to wonder if 
there isn’t such a thing as a ‘shy 
CoD-er’, too. Whenever talk 
turns to Call of Duty on the OXM 
website, or on our Facebook and 
Twitter accounts, the comments 
threads underneath are almost 
universally negative. Let’s take 
a poll, shall we? Our readers’ 
thoughts on an article titled ‘How 
Black Ops III will overhaul the 
series’ AI’: “If by overhaul you 
mean ‘be the same crap as the last 
few years’ then yes. Yes it will.” 
“Overhaul, how about retire?” 
“Try overhauling it six feet 
under.” Eek. 

That’s the exit poll, but in 
reality gamers have voted with 
their feet - using said feet to 
boost-jump the equivalent of 
14,000 times around the globe 
- just one of dozens of mind- 
bogglingAdvunced Warfare 
stats released by Activision to 
show that Call of Duty is still 
staggeringly popular. 

So, people like CoD. You 
like CoD, it seems. And even if 
you don’t, you probably know 
someone who does. Maybe you 
wake up next to a CoD-er in the 
morning. But why the secrecy? 
Maybe there’s a sense that Call 
of Duty is the embodiment of 
everything that’s gone a bit wrong 



In early April 
Treyarch snuok 
these iconsjp 
Black Ops IIW 
multiplayer m^ 


with our hobby in recent years 
- annual sequels, tacky special 
editions, endless DLC packs. 
Then again, maybe it’s just not 
cool to back the big dog. It’s why 
everyone loves to hate the New 
York Yankees, and I presume why 



...scanning them into 
Snapchat whisked you away 
to various bite-sized 
Black Ops III teasers. 


women never message me on 
Plenty of Fish. 

Another explanation is that 
the CoD fanbase don’t always 
shower themselves with glory. 
No studio knows this more than 
Black Ops developer Treyarch. A 
small multiplayer tweak in 2013 
saw designer David Vonderhaar 
receive a torrent of abuse over 
social media - including death 
threats. That’s the side of the 
fanbase the media likes to report 
on, but during a recent visit to 
its LA HQ, studio head Mark 
Lamia revealed a very different 
side: “This morning, we put up 
a Snapchat code and I believe 
someone found a Morse code 
embedded within six minutes.” 


Treyarch has been teasing 
Black Ops III details via a cryptic 
campaign full of riddles and 
puzzles, which its loyal army of 
fans proceed to pick apart with 
rabid passion. Via the wonders of 
crowdsourcing, the community 
have drawn an exhaustive 
amount of detail from a few short 
trailers - from the possibility that 
Black Ops Ill’s campaign will 
feature a volcanic eruption, to 
matching scenery with real-life 
locations in New Zealand. 

It’s a far cry from the common 
perception of the CoD fanbase 
as boorish and belligerent - and 
it makes me think they should 
carry themselves with more 
pride. I’ll start the movement by 
officially coming out as a Call of 
Duty player. I’m going to make 
little rosettes and everything. And 
remember - it doesn’t matter 
who you vote for, as long as you 
vote. Unless it’s for Nuketown. 

NEXT MONTH Alex on why Battlefield 
fans have burned down his crappy 
little house. 


//"VIA THE WONDERS OF 
CROWDSOURCING, THE FANBASE 
HAVE DRAWN EXHAUSTIVE DETAIL 
FROM A FEW TRAILERS"// 
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Bloodstained: Ritual of the Night is go 

Ko]i 'Symphony of the Night' Iqarashi's new 
game has already hit its Kickstarter goal. 

The gothic platformer is set for 2017. 


DASHBOARD 



Unfortunately, 

^these are, from last 
“yeci*r''s conceptual 
prototype. Any chance 
^,of some actual 
^cr^ens^ leaking? 


MASS EFFECT ^ 
DETAILS LEAKED 

Marketing survey reveals facts we'd Urdnot 


C ontinuing this month's theme 
of 'no secret is safe in the 
digital age'. Mass Effect 4 
saw a marketing survey leak. 
While it could be fake, this 
also happened to BioWare's last 
Dragon Age title, and that told us it 
was called Inquisition. 

We're getting a whole new setting 
called the Helius Cluster, the leak 
fancies. This consists of hundreds 
of new solar systems to explore, but 
also confirms we're not returning 
to Shepard's part of the universe. 
Disappointing, but the promise of an 
explorable galaxy four times bigger 


than Mass Effect J's had us stamping 
'YES YES YES!' all over the survey. 

A planetary vehicle can be 
upgraded and 
customized - and 
that a vehicle is 
deemed necessary 
bodes well for 
there being 
bigger planets 
to navigate. 

Resource- 
scrounging will once again be 
essential, for ship upgrades, weapons 
and abilities, including a promising 
sounding 'jetpack jump'. New dialog 


options and unique crew missions are 
promised, including more action- 
based interactions. We'll be able to 
interrupt, change the subject, or just 
pull out our gun and make demands. 

The main new race are the 
Remnant, a "once powerful and 
mysterious alien race whose 
forgotten technology holds the key 
to gaining power". We're definitely 
up for being a star-hopping Indiana 
Jones, but the survey suggests your 
main storyline 
goal is finding 
a new home 
for humanity. 

Multiplayer 
returns, but seems 
similar to what 
we got last time. 
What we still don't 
know is who or even what we play as. 
Hopefully we won't be waiting long for 
more official info on what BioWare's 
new universe has in store for us. 


//WE'RE DEFINITELY 
UP FOR BEING A 
STAR-HOPPING 
INDIANA JONES// 


I 

I 

I 

! 

I 


YOU'RE FIRED! > QUOTES OF THE MONTH > BLAH BLAH > HE SAID WHAT? > YADDA 


"'Getting writers involved 
in the genesis of a gome is 
essential in pushing the 
medium forward. And that 
doesn't happen often enough.'' 

Rhianna Pratchett thinks the way we involve 
writers in games needs to change. 


"'Robotics allows a 
variety of gomeploy that 
we've never hod before. The 
robotics in Black Ops III 
ore for more advanced." 


Head of Treyarch Mark Lamia is confident the 
new Black Ops will bring innovation to the series. 


"This has been our idea 
since the beginning. We've 
been focused on building Evie 
os on incredible character." 

Assassin's Creed Syndicate director Marc- 
Alexis Cote denies a female assassin was 
added in response to Unity's criticism. 


#(g)0XM 
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DASH. BOARD 


UPDATES - NEW INFO ON THE BIG GAMES 



UPDATE 


PUBLISHER SQUARE ENIX / DEVELOPER SQUARE ENIX / FORM/VT XBOX ONE / ETA 2016 


Nine years after its announcement, the 
fifteenth entry has never felt so close 

No release date? Why 
don't they just call it 
Fine-NO Fantasy XV? 

Catchy. Nope, still no 
release date yet, but we 
did see a video released 
online of game director 
Hajime Tabata discussing 
all the feedback he got 
from those who played the 
Operation Duscae demo. 


And the release date? 

The game is skipping 
E3, so we'll have to wait 
for Gamescom in August 
for the next major reveal. 
In the meantime, the 
demo is getting an 
update which is should 
be available by the 
time you read 
this. — ^ 


So what? It doesn't get 
me any closer to playing 
the finished FF. 

It gets you closer to a 
Final Fantasy XV ihai's 
actually worth playing. 
Tabata responds 
constructively to feedback 
and promises major 
improvements for the 
final release. A mini-map 
and compass should 
make navigating less of a 
headache, plus a dodge 
roll and multiple difficulty 
options are also promised. 
Tabata also admits there 
are glitches and framerate 
issues, all of which he's 
committed to fixing for the 
final game. 


What about fast- 
traveling? Will I be 
able to warp around 
the map? 

You could until earlier 
this year. The feature 
was removed from the 
demo when the team 
saw how many bugs it 
was causing. It's not 


Technique 


Tempest 


rttGGking 


Smarter AI is promised. 
So in the finished gome' 
expect that guy to be 
facing the right way . 
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Any chance of an update that makes us feel less 
guilty about killing the wildlife? 


What power will this boss give us? Blue lasers? 
Crawling on all fours? Being orange? 


Levels look 
2.5D, but this 
is unashamedly 
a 2D game in 
pseudo-3D 
clothing . 


PUBLISHER DEEP SILVER DEVELOPER CONCEPT 


FORMAT XBOX 360, XBOX ONE / ETA SEP 


MIGHTY NO. 9 


Opening stage shows a promising, 
if familiar, side-scroller 


This is that Yooka-Laylee 
thing that I gave all my life 
savings to, right? 

No, this is that other 
Kickstarter-funded retro 
throwback - this time to 
Mega Man. Series co-creator 
Keiji Inafune is developing 
Mighty No. 9, and it has 
everything you'd want from 
a new Mega Man game, bar 
the name. Blue-helmeted 
protagonist! Blaster arm! 
Killer robots! Bosses with 
energy bars longer than the 
install times on most Xbox 
One games! 


I Yeah, yeah, but it's going 
I to be tough, right? i'm more 
I hardcore than the middle 
i of a diamond apple. 

i Of course you are. We've 
I only seen the opening 
i stage, but it certainly looked 
i trickier than the average 
I tutorial. Considering this 
I was crowd-funded by 
i people with fond memories 
I of the horrendously difficult 
I Mega Man series, we're not 
I surprised. Hey, we funded 
I it. No one to blame but 
1 ourselves. 


Nothing new, then? Think 
i'll go back to throwing 
gold bars at Yooka-Laylee. 

Whoa, hang on, we didn't 
say that! It's definitely an 
old-fashioned side-scroller, 
but it has some interesting 
new mechanics. There's 


the new combo system that 
rewards perfect runs, and a 
very handy-looking mid-air 


dash used for both combat 
and platforming. 


Anything else? 

Well it's not just bosses that 
drop upgrades this time, as 
destroying regular enemies 
also gives temporary 
upgrades. Nothing radical, 
but all smart additions that 


give an old genre some 
welcome speed and variety. 
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DASH. BOARD 


UPDATES - NEW INFO ON THE BIG GAMES 



PUBLISHER EA / DEVELOPER DICE / FORMAT XBOX ONE ETA NOV 

STAR WARS BATTLEFRONT 

Why does November still feel so far, far away? 


Sullustthe lava planet? 

I don't remember that in 
the movies. 

It was briefly mentioned in 
Return of the Jedi, but this 
is essentially a new planet 
built for the game. After 
trips to Iceland, DICE was 
inspired by the desolate 
landscapes and hot, 
bubbling surface. Now it 
has to stand up alongside 
the iconic movie locations. 


Good luck with that! 

We're optimistic DICE 
will be able to pull it off, 
and it sounds like it's 
worked hard to make 
Sullust fit in with the 
battlegrounds of the 
original trilogy. Players will 
be battling in different 
locations on the planet, 
each with a unique theme 
- most excitingly, a Death 
Star-inspired one. 


~ Death Star-inspired! 
What of other maps? 

I 12 maps have been 
i confirmed for launch. 

We were worried about 
maps being held back for 
I DLC, but 12 is enough for 
us to enjoy blowing up 
our pals in for now. Good 
news then! No need 
I for us to talk about the 
I AT-ATs not being player- 
1 controllable. 


I WHAT?! THERE iS 
I NO GOD! 

I Producer Jesper Nielsen 
I says that once we see it 
i in action we'll understand 
I why they're on rails, 
i "They're the objective, and 
I they need to be going in 
I certain directions." Painful 
I memories of trudging 
I in the slow AT-ATs of 
I Battle fronts mean we think 
i he might have a point. 


Sorry, what was that? 
i was busy canceling 
my pre-order. 

Suit yourself, but you 
know you'll be the 
one that's missing 
out. AO-player online 
deathmatches in the 
first truly new-gen Star 
Wars game makes us 
wonder why they're even 
bothering to release 
some silly new movie. 

The internet likes to cry 
whenever anything like 
this is announced, but the 
DICE team is a talented 
bunch working hard to 
deliver a multiplayer 
experience like no other. 
Don't let your next visit to 
a galaxy far, far away 
be spoilt by nitpicking. 
Ignore the naysayers - 
from what we've seen so 
far, this will be a game 
worth fighting for. 



Even if we had to play as Ewoks, we'd still be 
excited for Battlefront Iplease don't, though). 



If AT-ATs aren't going to be playable, EA, 
could you stop using them in your press shots? 
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PLAY MORE. 

DELETE LESS. 


INSTANTLY ADD MORE STORAGE 
TO YOUR XBOX ONE™ GAMING SYSTEM. 



My Passport®X 

Gaming Storage 

Expand your Xbox One gaming experience with My Passport X from WD®. Connect this 
portable and powerful drive to Immediately add more storage capacity to your system. 
Built around a high-quality WD drive, My Passport X Is performance tweaked to meet 
the desires of serious gamers. Play on! 



Microsoft Corporation does not endorse or authorize this product. 

WD, the WD logo and My Passport are registered trademarks of Western Digital Technologies, Inc. in the US and other countries. Xbox One is a registered trademark or trademark of Microsoft Corporation in the US and/or other countries. 
Product specifications subject to change without notification. © 201 5 Western Digital Technologies, Inc. All rights reserved. 









Love letters, death threats, 
and some stuff about 
games... your comments 
on the mag and on Xbox 


CONTACT US ^facebook.com/oxmonline ^@oxm @oxm@futurenet .com 0qamesradar.com/oxm 


A mixed mailbag this month, 
where we've defended 
beards, discussed the 
pricey Arkham Knight DLC 
and tragically informed one reader 
about the dire Walking Dead: 
Survival Instinct There's a lot of 
love for Telltale's zombie series 
on these pages, but do you think 
their other adventures are worthy 
follow-ups? Let us know. 


star ® Letter 


Prize: The Wrteher 3: Wild Hunt 

The best piece of correspondence 
wins a game from Matthew's goody bag 



TO BEARD OR NOT TO BEARD 

In your preview of The Witcher 3 you describe it as ‘the 
beardiest RPG yet’. WTF? Wild Hunt is a massive game 
that is going to be a huge step up from The Witcher 2 and 
your tiny preview talks about the beard growth? That’s 
the least interesting part of the game! 

Carl Durant 


Hate to disagree with you, but we find beards fascinating 
here at OXM. If we had our way, all our review scores would 
be based on the quality of the protagonists' facial hair. We'd 
have to give Duck Dynasty a ten, but it'd be worth it. Seriously 
though, we've got a massive lV/fc/?erJ review over on page 
66 that should more than satisfy your beard-hating tastes. 


h 


J 



Dead board 

Sure, The Walking Dead is a great game 
- possibly the best zombie game there 
is, and there’s a hell of a lot of them! 

But some things just don’t add up. Why 
make a game based on a comic that 
nobody’s heard of instead of the top- 
class and much-loved television series? 
Not to mention Lee, aka Captain 
Obvious, with his classic zingers such 
as “It’s a drainage pipe". Still, it’s a 
great game, and I for one would be 
very happy to get it. At least it’s not as 
bad as the boardgame. Out of all the 
terrifying things about The Walking 
Dead, the boardgame is the worst. 
Hugh Gately 

A game based on the TV show. Survival 
Instinct was actually released back 
in 2013 - it scored a whopping 3/10 in 
OXM. Telltale's method tells its own story 
brilliantly, and means we can enjoy the 
show and the game without worrying 
about spoilers from either (which is a 
problem for new players of its Game 
of Thrones]. We like to think Lee's 
patronising descriptions are his passive- 
aggressive way of judging you for making 
him examine a drainage pipe in the first 


place. We've been playing for so long, he 
just rolls his eyes whenever we try and 
get him to look at anything these days. 

Arkham Knife in the back 

I literally feel betrayed. Years of 
patiently waiting for Rocksteady to 
finish Arkham Knight and then it 
expects us to fork out another $40 
for the Season Pass! Plus, that’ll cost 
even more if you buy DLC in separate 
chunks (to see if it’s actually worth 
buying first). A rip-off That’s the price 
of a whole extra game! I don’t want to 
buy any game if I know that half of it’s 
going to be missing for several months 
and I’ll only get get the rest if I pay 
Robert S 

You waited patiently? Well done 
you, we've been throwing Batarangs 
with HURRY UP written on them at 
Rocksteady's windows for months now. 
While the high price of the Season Pass is 
a shock, we doubt Arkham Knight \n\[[ be 
stingy on content - how many of us can 
claim we've even finished all of Arkham 
City? Season pass or no, we reckon you'll 
definitely get your money's worth from 
Bats' latest long before you've seen it all. 


FROM THE MOUTHS 
I OF GAMESRADAR + 

Excerpted comments^T 
from our new website 


Still trying to get myself to beat the first 
one but it's so damn boring. Don't think 
I'll be getting the sequel^^^^^^— 


HighSol^ice can't defeat Watch Dogs' 
deadlie'kfoe - boredom. 
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Fleecing Fantasy 

I’ve had to wait NINE YEARS to play 
Final Fantasy XV, and now they’ve 
released a demo I can’t even play 
without buying a PSP game for my Xbox 
One! Aren’t demos meant to be a free 
way of getting you hyped for the game? 
What’s the point of charging for it? 
Jacob Harrison 

Technically it's not it's charging you for 
Final Fantasy Type-0 HD, which is pretty 
okay-ish, especially if you're a fan of 
the series (also the PSP version never hit 
Western shores, so this is our first chance 
to play it). We see your point but it really 
is up to the dev or publisher how much it 
wants to give away for free - much as we 
hate to admit it it's not obliged to give 
us anything. Plus, including a demo for a 
highly anticipated release can be a great 
boost for a lesser-known title - early 
access to the Halo 3 beta was only for 
those who bought Crackdown, y'know. 

Road rage 

I have Project CARS and so far I love 
it. I know it’s had a rough reception 
but it’s a brand new game so I expect 
glitches and whatnot. People were 
moaning about the constant delays, so 
they released it early saying there were 
going to be bugs to be worked out, and 



, 1 . . * r This zombie 

people are still complaining. As tar 

as realism, this game is superior. The 

rain, the helmet view, the damage; all 

incredible. The AI is a little quirky but 

they make the races challenging and 

they are working on the intelligence. 

Perfect? Not yet, but give it time. 

Glen Evon 

It sounds like an unfinished game was 
delivered. There's a lot to love in Project 
CARS, but you can't blame gamers for 
moaning when they've had to pay for a 
game with glitches and flawed AI. Sure, 
maybe we desen/e what we get for being 
impatient, but we'd rather wait for the 
finished product instead of wondering 
why none of the cars have wheels. 

//Aren't demos meant to 
be a free way of getting 
you hyped for the game?// 


was actually 
pretty 
friendly- 
looking, 
until we 
reminded him 
of Survival 
Instinct. 


The Annotated... Guitar Hero Live 

You tell us if the first announced tracks rock or shock 



^ The Pretty 
Reckless, Pierce the 
Veil, System of 
a Down and Pantera 
has me sold. 

. Dylan Rhoads 


Skrillex is the 
McDonald's of 
dubstep. 

Mat Chacon 


What's with the hate 
against Skrillex? 

Jayden Von Bownds 


Is this Guitar Hero or 
DJHero? 

Renan Luna 


^ If I don't ^ 
beat the game 
because I refuse to 
play Black Veil Brides 
or Pierce the Veil, so 
be it. 

Trendon 

^ Mccormick ^ 


If Dead Island 2 being delayed 
means it's a better quality game, 
then 1 have no 

Huh? What? Oh yeah. The 

Division. Forgot about that 

For that price I'd want the extra 
story chapters to be much longer 
^than the ones in Arkham City^^^^ 

^^^^Technomancer probably recalls 
the glitch-fe'k original 

1 Good to see Shawksta has gotten 
over that delay pretty quickly. 

CrtizenWolfe wants Arkham Knights 
season pass, ON HIS TERMS. 






Why can't they just 
release The Division with 
a half-baked multiplayer 
experience that has horrible 
connection issues just like 
all the other companies!? 
Come on! 

Nicolas MeUa 

I think I'm the only person 
in the world who's hoping 
for a Skitchin' or Road 
Rash remake. 

Daniel Edwards 

Lego Dimensions = Open 
some portals while riding a 
dinosaur with a Simpsons 
character. Looks nice. 

Kelvi Bulku 


Take my money, take my 
house, take my soul. I want 
Up Lego Portal. 

Andrew Neil 

I thought it was called 
Assassin's Creed: Victoiy? 
■3 I can't keep up with you 
damn kids. 

Ben Williams 

I remember when everyone 
complained there were too 
many WWII games, now they 
ask what happened to them. 

Eric Anglebrandt 


I don't see how games like 
CoD can do this every year, 
then Arkham Knight does it 
once and everyone flips. No 
one is forcing you to buy the 
DLC or the Pass. 

David Saso Perez 

Darth Vader with a 
Boomshot. Now there's a 
killing machine. 

Rob Bowman 

Maybe people want new 
games rather than reselling 
old titles. My Xbox One hard 
drive is more like an Xbox 
360 greatest hits album. 
John Sutherland 
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X Battlebom's multiplayer 
online battle arenas 
take a backseat during 
— our time with the genre 

mash-up's story-driven 
co-op missions 





iven all the buzz about 
Battle born being a 
MOBA-inspired shooter 
from the studio that 
brought us Borderlands, 
we were as surprised as 
anyone when our 
extended hands-on 
session didn't plop us into a five-vs-five 
arena match, but had us tackling a rich, 
objective-driven story mission. As Orendi, 
a Chaos Witch that Gearbox Software 
creative director Randy Varnell 
enthusiastically describes as a "wild 
channeler of chaotic and shadowy 
energies", we're tasked with escorting a 
bomb-strapped sentry bot to an enemy- 
spawning portal. Our ambitious plan is 
ultimately thwarted by a screen- 
swallowing Golum... but we're getting a bit 
ahead of ourselves. 

Before deep diving into the details 
of our demo, we should bring you up 
to speed. Between the early MOBA 
comparisons, the now-apparent focus on 
narratively rich missions, and the addition 
of a multi-limbed witch (did we mention 
Orendi spits death from four arms?), you 
could be excused for not knowing exactly 
what sort of beast Battleborn actually is. 

Thankfully, Varnell is happy to break 
down what Gearbox's new baby is all 
about. "We use the term 'hero shooter', 
but really the best way I can describe it 
is an action-based first-person shooter 
with a huge cast of playable characters," 
he says. "It's also kind of a genre fusion." 
Varnell draws parallels with Gearbox's 
Borderlands series, which was similarly 
difficult to neatly categorize. "Battleborn s 
got that FPS/RPG blend, it's got some 
fighting game in it, it's got some MOBA, 
its got some FPS objective-based play, 
and it's got great team deathmatch-type 
elements in it. It kind of fuses together 
and has some familiar components and 
some familiar smells in it, but it's a new 
stew... it's a new meal that we've made." 

Hungry for more 

A hearty helping of Battleborn also brings 
a beefy cast of playable heroes. 25, to be 
exact. Folded into five factions - The Last 
Light Consortium, Peacekeepers, Jennerit, 






FEATURE 


© Eldrid, and Rogue - the characters 
can be played solo or co-operatively 
in the story missions, or unleashed 
for some multiplayer mayhem in the 
three competitive modes. More than 
mere class-based clones with big 
hand-cannons, though, each character 
- according to Varnell - is a fully 
fleshed-out protagonist capable of 
tackling the story alone. "These are all 
fully rendered, first-person playable 
characters that are animated to the 
same quality... probably even higher 
in some ways... that we achieved in 
Borderlands. We treat each one as a 
main character from their own game; 
they all have stories and backgrounds, 
and you're going to learn how these 
weird and wild and wonderful beings 
have kind of formed together and kind 
of Alamo-ed up." 

Varnell's comparison to Texas' 
most famous stand-off refers to the 
necessity of Battleborn's disparate and 
desperate heroes to band together 
despite their differences. Their 
common enemy, the Varelsi, are a nasty 



sort that have decided darkening every 
star in the galaxy is a good idea. We 
find our ragtag group at the end of the 
universe, on the edge of extinction, 
and determined to protect the very last 
star in existence before the evildoers 
can snuff it out. For players, this means 
strapping on the boots of one of the 
over two dozen heroes and teaching 
the Varelsi some manners over a series 
of content-packed missions. 

Saving the universe, though, will 
be a very unique experience largely 


Is this what 
David Bowie 
had in mind 
when he sang 
about the 
Spiders 
from Mars? 


T dependent on which character you 
choose. As Varnell explains, each plays 
i very differently. "We've got guys with 
i guns; we've got guys with swords. We 
; have bows; we've got axes; we've got 
magic. We've got a lot of different ways 
; to move and traverse the battlefield." 

Base abilities, weapons, and powers, 

; however, barely scratch the surface of 
; what Battleborn's varied badasses have 
i in their arsenals. On top of sporting a 
i primary, secondary, and melee attack, 

1 they possess a pair of skills, mapped 



BLOODY BEAUTIFUL 

ART PRODUCER SARAH ROSA ON 
BATTLEBORN'S EYE-POPPING 
VISUAL STYLE 
Like Borderlands and its 
follow-ups, Battleborn 
features a vibrant, 
personality-packed visual 
style. The similarities end 
their though, as Gearbox's 
latest ups the retina-searing 
ante with an artistic approach 
all its own. Following our 
demo, we sat with the game's 
art producer (and former 
BioShock Infinite associate 
producer) to dig a bit deeper 
into Battleborn' s rainbow- 
shaming style . 

OXM: The game features a 
very distinct style, 
especially within a genre 
that often aims for realism. 
How would you describe its 
artistic approach? 


i Rosa: The best way that we can 
I probably define it is taking 
i the Western CGI approach... 
i like Pixar, that polished 
i nature - then combining it with 
i Japanese animation to get that 
I graphic and action-y feel. 

I OXM: It's especially cool to 
I see the 2D effects set against 
i the chaotic action. How's 
i that achieved? 

I Rosa: We have Michel Gagne, 
i who worked on The Iron Giant. 

\ He's done lots of 2D animation, 

I so he's been helping our team 
I do those effects, which add 
I lots of wonderful flavor to 
I the game - not only for 
I characters' special abilities, 

I but also those effects around 
I the maps. In our snow, for 
I example, you can see some wispy 
I 2D snow effects. 

i OXM: Can you talk a bit about 
I the environment we played 
I in and what other types of 
I settings we can expect? 

i Rosa: You got to visit Bliss, 

I which is a moon. You got to see 
I some of the snow and a little 
I bit of the temples; you also 
I got to see a Peacekeeper base, 
i But, obviously, there is a 
1 good amount of other variety... 


I jungles, deserts, temples, 

I things like that . 

I OXM: Like Borderlands, it's 
I very colorful, but it's 
I also different from 
I Gearbox's previous efforts 
I and 0 big departure from 
I shooters in general... 

I Roso: It was honestly just 
I this idea of taking things 
I that everyone loved and going 
I with something very graphic 
I and combining oil of these 
I different influences. And so 
I the result was this really 
I colorful, vibrant world... it's 
I nice, it's graphic, and it's 
kind of representative of 
I those genres combining. 

I OXM: Con you talk o bit more 
I about those specific genres 
I and inspirations? 

I Roso: So our overall 
I direction combines CGI 
I with onime, but then our 
influences ore... well, o large 
I variety of things. We love 
fighting gomes, so there is 
I on influence there; we were 
I inspired by MOBAs, RPGs, and 
I by different movies. Our 
I crone arms, seen in the demo, 

I even reference on old '80s 
1 toy that was o robot arm. 
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: feature: "We added a little bit of that 
RPG mix to the broth to make that 
: great stew of ours. But we've simplified 
some of the formula to be sure it's still 
; a shooter, an action game... we have 
I these elements mixed in with this great 
: adaptability and customization." 

On top of packing a visceral 
i sense of immediate gratification, 
the level-ratcheting Helix system 
! brings a malleable strategic layer. "In 
Borderlands, sometimes you made a 
choice and it took you a while to face 
; an enemy that really let you use that 
ability; in Battleborn, you're making 
; that choice live. You're really tuning 
I to not only your play style and your 
; preferences, but to what you need 
! to do to adapt to the game at the 
! moment. You really get to feel the 
; power of making those choices." 

The leveling points come fast 
: and furious, so you'll never go too 
; long without picking a new perk or 
I enhancement. The system is broken 
I into two separate paths, each 
; following a specific focus. In the case 
; of our wicked witch, we could apply a 
point to either her Chaos or Restraint 
; paths with each level. The former 
I includes enemy-scorching choices 
i such as Fire Walk with Me, which adds 
I a flaming trail to her energy burst, 
while the latter offers up slightly more 
passive selections such as Oh That 
Reminds Me, which recharges Orendi's 
shield after firing said bursts. 

While Varnell trumpets the system's 
; addictive immediacy and 'easy to 
; learn, hard to master' variety, he and 
I his team understand players also 
: appreciate the rewards that come 
with building and refining a character 
over the long haul. On the finer details, 
he remains as secretive as a Varelsi 
spy, but offers this tease for those 
craving a bit more permanence to their 
1 character progression. "I'm not going 
to tell you all the details, 
but the more you play a 
single character you 


CALDARIUS 

Despite his robo-baddie 
appearance, Caldarious isn't 
some Tronsformers wannabe . 
Extremely adept at hit-and- 
run, close-quarters combat, 
he wears armor that possesses 
awesome defensive abilities as 
well as a super-jump-enablinq 
jetpack. Complementing his 
mobility and thick skin is a 
lethal arsenal that combines 
both bullets and blades. 


to the left and right bumpers, and a 
Y button-assigned 'ultimate ability'. 

This latter trio of table-turners work 
off individual cooldown meters, so 
managing them - as well as health 
and shield meters - quickly becomes 
as integral as ensuring the towering 
enemy before you doesn't use your 
puny spine like a length of dental floss. 

Level headed 

Wanderers of Pandora's wasteland, as 
well as shooter fans in general, will find 
both the solid mechanics and intuitive 
Ul comfortably familiar. The same goes 
for Battleborn's Helix leveling system, 
a character progression feature that 
works similar to Borderlands' ... if it were 
cranked up on a Red Bull bender. Unlike 
its predecessor's slow but satisfying 
character growth, Battleborn adopts a 
rapid-fire approach that sees players 
skyrocketing from level one to ten 
over the course of a single mission or 
multiplayer match, and then completely 
resetting at the start of each. 

Varnell offers a slightly more savory 
explanation of the MOBA-flavored 


When in doubt, 
bullets are 
always a good 
choice of 
action . 


MONTANA 

Affectionately refereed to 
os a "'man mountain of meat" 
by Varnell, Montana is an 
intentionally over-the-top 
cliche whose biceps are as 
big as his hand-cannons. 

He soaks up damage like a 
sponge, while dealing massive 
hurt from behind a mini- 
gun that makes other games' 
bullet-spraying hardware look 
like pea shooters. 


It's like being 
inside a giant 
Milky Way bar, 
isn't it? 


BATTLEBORN 


o 
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i Four hands = 
i more hands 
i for deadling 
1 out damage. 


^ which Varnell says are "biogenetically 
; engineered mutant warriors that serve 
as the game's Orc-like grunt forces". 

While the alien uglies seemingly spill 
from all directions, they're not much 
of a match for Orendi's relentless mix 
of light and heavy attacks. With the 
; former, we're able to rapid-fire chaos 
bolts from one of her hands, while 
the latter unleashes the lethal energy 
strikes simultaneously from all 16 of 
; her fingertips. Both also receive a nice 
visual complement courtesy of the 
; Chaos Witch's razor-sharp, black- 
painted nails. Of course, her menacing 
: manicure is nothing compared to the 
; rolling eyeballs that creepily peer out 
from her quartet of palms. Hey, we say 
; if silver hair can be fashionable, then 
; who's to judge the eye-palm look? 

With the base's supply depot now 
: populated by Thrall corpses, we 
; rendezvous with that aforementioned 
sentry. Outfitted with enough 
boomstick to blow the Death Star to 
smithereens, the spidery bot pushes 
toward the Varelsi-channeling portal. 

; Charged with protecting this lumbering 
; suicide bomb until it reaches its target, 
: we're faced with new waves of party- 
crashers that make the initial threats 
_ look like grade-school bullies. Among 


BOLDUR 

Solid as a rock, stubborn 
as a bull, and sporting the 
sweetest facial hair in 
Battleborn, Boldur looks 
a bit like a Lord of the 
Rings reject. Don't let his 
appearance fool you, though, 
as his rune-forged axe and 
thick shield can deal more 
death than all of Tolkien's 
heroes combined. 


can rank them up. There are going to 
be some additional gameplay options 
you'll unlock as you rank them up." 
Whether this means banking favorite 
character 'builds' or something 
more meta remains to be 
seen, but we're happy 
to continue rinsing 
and respec-ing at a 
breakneck pace until 
we learn more. 


Back to the battlefield 

Which brings us back to Orendi and her 
galaxy-saving suicide mission. Dubbed 
To the Edge of the Void, it's just one 
in a series of story-fueled chapters 
that Varnell describes as "TV-like 
episodes designed to have a satisfying 
beginning, middle and end, with some 
replayability baked in". Unfolding on 
a snowy planet that serves as home 
base to the Peacekeeper faction, 
the mission sees Orendi and her four 
co-op cohorts overrun by the Varelsi. 
The inky-black foes come in a variety 
of frightening forms, such as Thralls, 


WAYS TO PLAY 


FROM COMPETITIVE 
MULTIPLAYER 
TO DLC PLANS, 
CREATIVE DIRECTOR 
RANDY VARNELL 
BREAKS DOWN HOW 
YOU CAN PLAY 
BATTLEBORN WHEN 
NOT SAVING THE 
LAST STAR IN 
THE UNIVERSE 


INCURSION 

"'Incursion is the most 
tactical and strategic mode. 
It's also probably one of the 
longer modes... probably like 
25-30 minute matches. It's 
f ive-versus-f ive and it's the 
most objective-based mode. 

You have two bases on either 
end and your goal is to go in 
and blow up the enemy's." 


DEVASTATION 
"Devastation is at the 
opposite end of Incursion. 
It's going to be familiar to 
shooter players. It starts os 
0 three-point capture mode; 
you take capture pods and os 
long os you're holding them, 
you're generating points. 

Once you get to a certain 
points value, you win." 


MELTDOWN 

"Meltdown is very frenetic 
- very team deothmotch. It's 
like this cool little sporting 
event. It's got minions that 
leave from your base, and 
you're trying to get them 
across a goal line. You score 
points for each that goes in, 
and every team is trying to 
1 do the some . " 
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the continuing onslaught of Thrall and 
other minions, we meet Warlord Nix and 
The Conservator, boss baddies whose 
daunting size is matched only by the 
intimidating length of their health bars. 

Nix, who emerges from a sky- 
darkening ship before unleashing 
lethal projectiles, is a bit of a bullet 
sponge. Realizing we might need 
more firepower, we shelve Orendi's 
standard bolts in favor of her Nullify 
skill, an area-of-effect attack that 
knocks us back to safety even as it 
strips a sizeable chunk of life from Nix's 
life meter. While waiting for Nullify to 
recharge, we turn to Orendi's second 
cooldown skill, Shadowfire Pillar. A 
trap-like ability that more than lives 
up to its name, the skill first targets 
an enemy within a ring of death, 
then obliterates them with a bursting 
column of energy. 

Before we can get too comfortable 
behind Orendi's powerful witchcraft. 

The Conservator cuts in. Sporting 
snaking tentacles and the ability to 
spawn more enemies into the mix 
via massive portals, the floating big 
bad brings what Varnell casually 
refers to as an "escalated fight". This 
understated description is thankfully 
tempered by the introduction of 


T DLC 

! Given Gearbox's reputation 
: for cranking out Borderlands 
j expansions, we expect nothing 
! less for Battleborn . While 
j Varnell wouldn't confirm or 
i deny, he offered this tease: 
j "'Those are some things that, os 
j creative director, I con soy. 
j I hove dreams and visions about 
1 where we might one day go." 



We can't 
wait to see 
oil this 
chaotic 
carnage ploy 
out in 
the wild . 


Is it really 
safe to hove 
so many rocket 
blasters 
in close 
proximity to 
people? Our 
guess: no. 


a spectacle called the Paradigm 
Shift, Orendi's third and aptly named 
'ultimate' skill. The screen-clearing 
attack is a bit like Shadowfire Pillar... 
if it were turned on its side and shot 
a straight surge of channeled energy 
capable of obliterating everything in its 
path. Accompanied by a creepy-cool 
animation of Orendi's four conjuring 
hands, the spell - along with lots of 
help from our four co-op friends and 
their ultimate skills - eventually fells 
The Conservator. 

Skills to spare 

Of course, some credit also goes to 
the leveling system, that constant, 
character-growing companion that 
allowed us to upgrade multiple times 
over the course of a partial mission. 

In addition to the aforementioned 
augmentations, 18 other perks do 
everything from upping damage and 
adding status effects to increasing 
healing abilities and reducing cooldown 
timers. Some of our slicker selections 
included I Hate your Pretty Shields, 
which enables Orendi's Nullify skill to 
penetrate enemy defenses, and Power 


Pillar, which gives her five seconds 
to cast a second, half-as-powerful 
Shadowfire Pillar after conjuring the 
first. And let's not forget Burned and 
Busted, a sneaky little skill upgrade 
that reveals stealthy baddies upon the 
deadly column's eruption from the dirt. 

With thumbs blistered and breath 
finally exhaled, we're afforded little 
time to bask in the glory of our 
success. As it turns out, we've barely 
completed half the mission and a 
towering Golum still stands between us 
and the portal we must destroy. Saving 
the universe must wait, however, as 
the angry beast puts an end to us 
and, with that, our demo. 

Our patient wait for Battleborn's 
arrival will be paid off, however, by the 
promise of finally facing that end-boss 
not only as Orendi, but as 2^ other 
heroes - each with stories to tell, skills 
to upgrade, and stars to save. ■ 


PHOEBE 
A bit like o 
pissed-off 

Princess Peach, Phoebe's os 
delightful os she is deadly. 

In addition to competently 
wielding o length of steel, the 
heroic heiress also controls 
0 quartet of swords that do o 
deadly donee around her regal 
attire. She forgoes walking 
in favor of hovering above 
the battlefield. 
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BOSS 

RUS 

THIS IS THE TALE OF MEN 
ON A MISSION: THE SOLDIER 
WITH REVENGE IN HIS HEART 
AND THE GAME DIRECTOR OUT 
TO REWRITE THE STEALTH 
RULEBOOK. OXM SPENDS TWO 
DAYS WITH METAL GEAR 
SOLID V: THE PHANTOM 
PAIN, THE MOST AMBITIOUS 
ACTION GAME OF THE YEAR 








T hings go very wrong for Big Boss 
in 198^. Things went preffy wrong 
for him in 1975 where, in Ground 
Zeroes, he saw his blossoming PMC 
sunk into the ocean and a human 
bomb send him into a nine-year coma. 
Even with his arm torn off and his flesh 
shredded by 108 foreign bodies - a mix 
of shrapnel and human teeth, explains 
the doctor - this is a mere scratch 
compared to the transformation he 
is to undergo in The Phantom Pain. 
Somewhere between his decade-long 
nap and the end of the game he is 
destined to become the villain, the man 
Solid Snake will one day be dispatched 
to assassinate. How does a good man 
go bad? For us, it involves a surprising 
amount of cardboard toboggans. 

By 198^, cardboard box technology 
has really come on. Crouch inside 
Metal Gear's iconic disguise and a 


quick squeeze of the left trigger sees 
Big Boss burst from the top flap like 
an exotic dancer from a rude birthday 
cake. Stand up in the box and it hangs 
from his head, letting you punch a 
weapon through the front flap like 
a gun-toting cuckoo clock. Run and 
dive from the same standing position 
and he crushes the box in a belly-flop 
and skids across the ground. Perform 
the same trick on a slope and the box 
keeps going as you slalom all the way 
to the bottom. Great news for seekers 
of fun, not so great for the hostages 
put on hold in order to scout for the 
region's steepest hills. 

Over two days with a near-final 
Metal Gear Solid V, we wrestle between 
pushing deeper into a story we've 
been waiting 20 years for Hideo Kojima 
to tell, and the urge to experiment in 
a world that it took him 20 years to 
build. As you'll read over the next few 
pages, the beauty of The Phantom Pain 
is how those two urges needn't be at 
odds. Every deed, no matter how trivial, 
feeds into rebuilding Big Boss' drowned 
Mother Base, while every step towards 
answering key mysteries unlocks more 
ways to enjoy his stealth playground. 

It is that rarest of games: an 
intense study of revenge and military 
morality powered by impromptu 
street luging, '80s pop classics and, 
yes, zoo keeping. Hustle up solider, 
we've a lot to cover... 
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M ost people do not leave nine- 
year comas stronger than when 
they went in to them. Big Boss 
isn't most people. Okay, his escape 
from a Cypriot hospital isn't the 
slickest of things - in a Kill Bill-\sh 
touch his drugged limbs take time to 
warm up, acting as a handy lesson 
in the power of slithering - but back 
in the field he shows up his Ground 
Zeroes self. For starters, his prosthetic 
arm is able to emit noises to draw 
a guard's attention, fixing Ground 
Zeroes' grievous lack of wall-tapping. 
Stunned/dead soldiers can then be 
hidden in dumpsters or toilet cubicles 
- preferable to out in the open where 
changing guard shifts make it harder to 
predict where patrols will be looking. 

Big Boss is a nimbler climber, too, 
able to shimmy up cracks in dirt walls 
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I to reach the rooftops of dilapidated 
Afghan huts. Back on Mother Base 
: (more on that later) he makes like 
Spider-Man with a ludicrous pipe- 
; hugging clamber - good for discovering 
; hidden treats in the towering heights 
of his HQ. Throw in loads of climbable 
; scenery -from crates to jagged 
cliffs - and there's a noticeable shift 
towards vertical evasions, at least in 
the mountainous terrain of Northern 
Kabul (a later trip to the Angola-Zaire 
border seems flatter in comparison). 

: Considering the importance of scouting 
ahead with binoculars, easy access to 
higher ground is always appreciated. 

The maddest addition is the Phantom 
; Cigar, a mix of medicinal herbs that 
alters Big Boss' perception of time to 
; advance the in-game clock. Taking a 
. puff zooms in on Snake's blissed-out 


Missions begin 
in Air Command 
Center. From 
here you con 
select 0 buddy 
and equipment, 
or just let 
Big Boss sit 
bock and suck 
on 0 stogie . 


Thumbs need not 
fear: Red Dead's 
button-mashing 
gallops hove no 
place here. Hold 
A and let rip. 
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face as a giant Seiko digital watch 
blazes on the screen. As the digits 
begin to speed up, a singer starts to 
wail in the background and the world 
enters a time-lapse state: shadows 
shift with the setting sun, weather 
effects flash into existence and, 
most usefully, guards change shifts. 

Of course, smoking can be very bad 
for your health - it's easy to leave a 
Phantom Cigar trance to discover Big 
Boss staring down the barrel of a 
newly arrived gun. 

The Cigar, and the passing of time in 
general, inform one of the big choices 
you take every mission: whether to go 
in by day or night. Sneaking is generally 


easier in the dark - there are 
fewer soldiers, with shorter 
range of view. On the other 
hand, it's harder for you to scout 
guards beforehand and you rely 
on a pair of battery draining night 
vision goggles. Daytime has its 
own inconveniences. As well 
as added ground support, the 
Fox Engine's incredible lighting 
means eyes must adjust to the 
blazing sun when you exit dark 
interiors. A lot can go wrong in 
that fumbling microsecond. It's 
arguably worth the risk just to 
ogle the (almost] photo-realistic 
props adorning the landscape. 


Daytime and not in 
the prone position? 
^Someone is spoiling 
, for 0 fight . 


CYPRUS HELL 

Most coma patients 
awake to loved 
ones and a bax of 
chocolates. Big 
Boss' revival In a 
Cypriot hospital 
Is far from 
welcoming as he Is 
set upon by... well , 
we won't spoil 
It. Those worried 
that Ground 
Zeroes' po-faced 
unpleasantness 
heralded an end 
to Kojlma's mad 
streak are In for 
a treat : this Is a 
half-hour barrage 





"THE PHANTOM CIGAR 
ALTERS BIG BOSS' 
RERCEPTIONOFTIME" 




(g)0XM 


of Interactive 
cutscenes and 
subtle tutorials 
that wrench you 
from classic 
thriller territory 
to 0-Horror dread 
with touches so 
surreal you'll 
wonder If Big 
Boss Isn't still 
trapped Inside his 
shrapnel-riddled 
brain. It's a 
good thing you're 
dumped In open- 
world Afghanistan 
minutes later - 
you'll need all 
that space to walk 
the prolague off. 
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PAINFUL PHANTOMS 

Say hello to the 
Parasite Unit, a 
squad of balding 
freaks who travel 
inside their 
own personal 
sandstorm. No 
wonder their eyes 
are wrecked. But 
that's the least 
of our worries as 
the burly soldiers 
turn to smoke in 
the path of our 
bullets and leap 
entire canyons 
in 0 single 
bound. Fleeing 
on horseback is 
0 wise move, but 
even then we peek 
to the left and 
see one of the 
things sprinting 
at the some pace. 
They feel like 
0 precursor to 
west's woll- 
climbing FROGS, 
albeit sliced with 
the jittering 
DNA of The Ring's 
Sadoko. As much 
os we dread their 
arrival, it's good 
to see there's 
room for mutants 
and monsters 
among straight- 
faced Soviets. 




The Fox Engine 
does 0 fine 
line in bullet 
reaction. Head 
shots splatter 
faces red with 
0 meaty thud, 
sniper bullets 
knock soldiers 
off their feet 
and grenades 
will hove you 
believing that 
0 man can fly . 


Getting spotted isn't the end of the 
story. Sure, it ends your infiltration, 
but it's just the beginning of a very 
competent third-person shooter. 
"Heresy!" shout (well, whisper) the 
stealth addicts, but we implore them 
to go iu[[-Straw Dogs with Phantom 
Pain's shotguns and tell us that it 
didn't get their pulses racing. If you 
do go loud, why not radio for air 
support? You use your iDroid's map 
(a kind of PDA) to select where you 
want the helicopter to focus fire - 
fire that can be intensified by 
researching add-on guns back at 
Mother Base. The chopper can even 
spook the enemy by blasting out 
Wagner, or irritate them with some 
cheery pop. What's harder to get out of 
your head: a bullet or an A-Ha ditty? 

Deploying aggressive air support 
limits the end of level ranking to an 
A (it makes it too easy to overpower 


most enemies), but helicopters can 
factor into stealthier runs. Send a 
bird flying down the eastern side of 
a village, for example, and it'll draw 
curious soldiers away from the western 
edge, letting Big Boss saunter through. 
Air support also comes in the non- 
lethal form of air supplies - packages 
of ammunition, kit and weapons 
ordered through iDroid and dropped 
on your command (this can become 
lethal if they end up being dumped on 
a man's head). You can also airdrop 
in a Buddy, starting with D-Horse and 
unlocking new allies as you encounter 
them throughout the game (see 'You've 
Got A Friend In Me', right). 

On paper, such a vast range of 
abilities may sound like overkill. Solid 
Snake never needed a helicopter and 
support crew. But then Solid Snake 
never entered an entire country that 
was out to kill him... 
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D-Horse 

It's a horse. The 'D' presumably stands for 'Definitely 
a'. We're not sure if sitting on a bucking bronco is 
the wisest move for a man with a piece of shrapnel 
trapped dangerously near his heart, but then we ore in 
0 universe where a horse con parachute into battle, so 
why fight it? Going from A-to-B via D( -Horse) is the 
guickest way to travel, and also lets Boss canter post 
guards by hanging down from the saddle. He's also great 
for heroic Indiana Jones getaways - whistle for D-Horse 
while sprinting and he'll gallop alongside you, letting 
you jump in the saddle without having to pause. 


D-Dog 

Rescued (read: traumatically airlifted by balloon) 
as a pup, the one-eyed D-Dog grows into a cycloptic 
hellhound. Hey, you would too if you were raised by 
Revolver Ocelot. Watching Mr Swivel Pistols get his 
head around puppy maintenance is hilarious, but it's 
not until D-Dog is in the field, sniffing out guard 
placements and rare herbs, that he starts to earn his 
keep. You con issue orders to sit and bark (great for 
setting up a distraction) or hove him maul the nearest 
guard. Invest in new doggy clothes and he'll learn even 
deadlier tricks down the line. . . 



CONS: Not great against 
tanks . An absolute 
fiend for apples. 


HE LOST AN ARM, BUT GAINED. . . A 
BUDDY. FOUR, IN FACT, EACH OF THEM 
MORE DEADLY THAN THE LAST (NEVER GET 
BETWEEN D-HORSE AND A SUGAR CUBE). BIG 
BOSS' FOUR BUDDIES OFFER DIFFERENT 
SKILLS FOR DIFFERENT APPROACHES - 
HERE WE WEIGH THEM UP 


PROS Man's best friend 
turns out to be Soviet 
man's worst enemy . 

CONS: Quite easy to miss 
os 0 tiny puppy, meaning 
you'll never unlock him. 



Quiet 

She of clothes-aversion fame can, with the right 
seguence of events, be conscripted into Big Boss' 
buddy club. You con order Quiet to infiltrate outposts, 
updating your mop with guard placements, or con dash 
to vantage points on the mop and serve on overwatch. 

The latter skill is straight out of the movies os 
Boss' would-be attackers ore gunned down by his unseen 
guardian angel. Not that she's a trigger happy manioc 
- you'll see her loser sight dance on enemies before 
you finally give the order to fire. We con see her 
easily becoming the fan favorite. 


D-Walker 

This bipedal buddy is the doftest assistant: a 
lumbering pair of robot legs that slot around your own, 
letting you leg it across the wilderness at robo-speed. 
Approach a populated area and its legs con be folded up 
so it sgueoks along on wheels like a glorified shopping 
cart. Once you set the Walker in motion it'll carry on 
in its given direction, leaving Big Boss free to swivel 
its head-mounted tronguillizer gun and snipe out guards 
os you trundle by. Here's hoping later upgrades give 
it some extra oomph os it currently feels like a lot of 
effort for little reward. 


PROS: Better at 

hiding 

CONS: Likes to hum into 

than D-Horse. 

Not likely 

the radio - distracting 

to bockchot . 


in the heat of battle . 


PROS: Con do fast and 

CONS Even in stealth 

sneaky . The only buddy 

mode it's the size of 

that doesn't need to poop. 

0 Hondo Civic. 


p(a)0XM 


THE OFFICIAL XBOX MAGAZINE 39 












Oft -ST 






imkTjaii 






r r iiiM 

M M 





PART TWO 

'GOOD NEWS IS YOU'RE 
IN THE LAND OF THE 
LIVING. THE BAD NEWS 
IS THE WHOLE WORLD 
WANTS YOU DEADkiki 



® fghanistan is in the grip of a dark 

and deadly force: Hall S Oates. 

For all they hate the capitalist 
pigs of the west Northern Kabul's 
Soviet occupiers love a pop classic. 
From the lowliest guard post to a 
once-majestic palace turned makeshift 
prison you're never far from a boombox 
pumping out '80s hits. Find said radio 
and you can pocket the cassette to 
play on Snake's iOroid PDA. No offence 
to Harry Gregson-Williams' pulsing 
score, but sometimes you want to 
murder goons to a bit of preppy synth 
instead. More importantly, it reminds 
you that Big Boss is not in Ground 
Zeroes' formal military base anymore; 
out in the wilderness the rules, like the 
music, are very different. 

Gone are Camp Omega's fences and 
cliffs, replaced with rolling plains and 
hills that invite many more angles of 
attack. It's almost too open at first. 


Entering mission one - a 'putting 
the band back together' sortie to 
free a captured Kaz - we're told to 
"remind the world what Big Boss is 
capable of", only to spend ten minutes 
showing the world a man dithering 
over a holographic map. The trick, we 
soon catch on, is to impose your own 
sense of order. Find high ground and 
use binoculars to mark soldiers and it 
becomes easier to spy routes around 
threats or, if you must engage, the 
approaches with the best cover. 

Fears that 'free' translates as 
'flabby' are unfounded; within this 
sprawling landscape, every populated 
area has the level of hand-crafted 
design you loved in the earlier Metal 
Gear games. The snaking valley of 
the opening mission is a brilliantly 
conceived breadcrumb trail of ever- 
larger settlements that see you 
growing in confidence as you jump from 


a hut to a village of huts to a sea of 
huts squatting on an imposing cliff 
face. Weaving through the tight alleys 
of the latter, or trying to pass over 
its plodding guards by hopping 
between rooftops, is so palm- 
moisteningly tense that you forget 
that it's but a tiny speck on a map 
you're free to escape to at any time. 

Story-rich missions tend to unfold 
in regions penned off by mountainous 
terrain. Big Boss' hunt for a secret 
Mujahideen hideout, for example, is 
channelled down a valley that forces 
him to scale an entire dam on the 
way - a location that's so large it 
would serve as a standalone level 
in any other stealth game. Just as 
you wonder if Kojima is cheating by 
splitting the map into manageable 
chunks he gives you a mission to 
destroy a battalion of tanks as they 
trundle across the entire world map. 


Afghanistan's 
dead ends lead 
Big Boss to the 
African plains. 
The difficulty 
ramps up here; 
don't be afraid 
to visit your 
old stomping 
grounds to 
develop some 
better gadgets. 


^0 THE OFFICIAL XBOX MAGAZINE 


WWW.GAMESRADAR.COM/OXM 


METAL GEAR SOLID V 


KILLING ME SORLY 

Mute sniper Quiet 
is an ominous 
presence for 
much of our ploy 
session. Nervy 
guards gossip 
about comrades 
gunned down by 
thin air, while 
radio chatter 
paints 0 picture 
of her bloody 
trail across 
Northern Kabul . 

When the time does 
come to meet it 
feels entirely 
by accident, as 
if we could have 
made it through 
the game without 
finding her. We're 
not sure we need 
have recruited her 
when we did meet, 
though it mokes for 
0 classic scene. 
Metal Gear's 
sniper characters 
ore some of its 
best, but Quiet 
odds cool twists 
only made possible 
by events playing 
out in 0 sprawling 
sandbox. The 
'plastic boobs' 
furore seems 
pretty tedious 
in comparison. 



Big Boss 
can smoke 
away an 
entire day 
with the 
Phantom 
Cigar. No 
wonder he 
sounds like 
Patty and 
Selma's 
long-lost 
triplet... 


All of a sudden you've got 20 square 
miles in which to plant a welcoming 
party. Or if you hitch a ride on D-Horse, 
you could choose to radio for a rocket 
launcher airdrop and hope for the best. 
Whatever works. 

Of course. Big Boss isn't the only 
one to benefit from increased scale. 
Alarmed Soviets in one part of the map 
can up the defense across the region, 
with newly manned turrets and mortars 
cutting off precious escape routes. 
Brilliantly, new soldiers don't magically 
spawn from monster closets but travel 
from nearby towns. It's possible to 
anticipate back-up and booby-trap the 
road access, or stop the cry for help 
entirely by sabotaging communication 
dishes before engaging. Ground Zeroes 
introduced the enticing idea of stealth 
with consequence - that the body 
found on one side of the base could 


trigger a crisis on the other - but 
seeing these repercussions play out for 
miles is awe-inspiring. 

Retreat from populated areas and 
you find a much calmer game. Side- 
Ops, non-essential missions, tend to 
fill the spaces between bases, be it 
tasking you with hunting a legendary 
bear or capturing members of the 1975 
Mother Base team who've gone mad 
in the wilderness. Hunting the former 
has a real Red Dead Redemption vibe, 
right down to quick time-y dodges to 
escape swinging claws, while the latter 
can channel lunatic strength to knock 
Big Boss out cold with a single punch. 
Our attempt to take out one jabbering 
madman becomes extra difficult when 
he draws Boss too close to a guard 
outpost - the resulting conga line of 
pursuit is straight out of Benny Hill. 
Another win for sandbox stealth. 


O 



Facial animat 
is seme cf the 
best we've seen 
this gen, thauq 
Fax Engine daes 
render beards as 
Brillc pads. 
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PART THREE 


'YOU WILL FIGHT LIKE A REAL SOLDIER 
FIGHTS. YOU WILL FORGET WHAT 
HOLLYWOOD TAUGHT YOU' 


Y our rough aim in The Phantom 
Pain is to build Mother Base Mk2 
so to enact revenge on those who 
destroyed Mkl. As Koj's plots go, it's 
easily his most accessible, glossing 
over much of Big Boss' tangled past 
to inject the relentless drive any 
good revenge story needs. Fans who 
want to dig deep can listen to hours 
of interviews and briefings stored on 
iDroid cassettes, but the game never 
imposes its mythology on you. Instead 
it focuses on the business of running 
Mother Base and taking on jobs to 
boost the Gross Military Product (GMP) 


needed to fund expansion and pricey 
operations in the field. 

Aside from a few key story 
missions, such as extracting Kaz at 
the beginning, jobs arrive in batches 
to tackle in any order. The first three 
involve assassinating a Spetsnaz 
officer responsible for a 'scorched 
earth' campaign; extracting an 
engineer from heavily guarded 
barracks (very similar to rescuing Paz in 
Ground Zeroes]; and destroying satellite 
dishes in a comms base. Like Peace 
Walkers similarly structured missions, 
many episodes don't feature cutscenes 


- Kaz briefs you by tape and 
leaves you to prepare. The absence of 
20-minute cinematics feels perverse 
in a Kojima game, but it soon clicks: 
open-world MGS is more about 
you telling your own stories. 

Take our Spetsnaz friend. He's 
holed up in what was once a 
farmhouse - two barns give his 
men good views of the surrounding 
fields, and a mountain ridge overlooks 
the scene from the south. Having 
identified the target with our INT-Scope 
(the binocular tech capable of marking 
all things military) through a narrow 



ALL ABOUT ^ 
THAT BASE 

HOW TO MAKE MOTHER BASE, AND ITS 
SHANGHAIED POPULATION, WORK FOR YOU 


Forced Conscription 

Yours is a stolen army, yanked from 
the battlefield. But do you really 
want any old Soviet goons? Every man 
on the battlefield is graded on his 
usefulness to Mother Base's various 
divisions. At first it's a lucky 




Combat Unit 


You order the combat unit to embark 
on NPC-only missions, piecing 
together teams that offer the best 
chance. Every operation has various 
tiers of rewards, from GMP to rare 
blueprints that can't be found 
elsewhere. Send an idiot to do Big 
Boss' work, however, and they'll 
come back in a body bag. Combat 
Unit soldiers con also replace Big 
Boss in the main missions. As funny 
as it is watching o random dude 
play at being hero, they really 
don't compare - most get out of 
breath after a tiny jog. 



Base Development 

Expanding Mother Base reguires 
builders and resources. Adding men 
to this sguad opens up further Base 
upgrades - forcing each platform 
to grow ever taller - and speeds 
up the processing time for the 
materials needed to build other 
extensions. Materials are found 
in small amounts in most enemy 
outposts, but for a big payday you 
want to invest in a multi-bolloon 
Fulton and lift entire shipping 
containers full of the stuff. In 
a cool touch, the container color 
tells you what goodies hide inside. 
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dip as to whether you get a rocket 
scientist or o total slug of o human 
being; upgrade the INT-Scope and you 
con scon soldiers before you swipe, 
pinpointing exactly who to kidnap. 

Some targets also possess rare skills, 
which can help teams' efficiency or 


unlock extra branches on the tech 
tree. But be warned: there are negative 
skills, too, such os 'troublemaker' 
(picks fights) or 'boaster' (disguises 
his crappy skill grades using the gift 
of the gab). Hey, you could always 
chuck these timewosters in the sea. 


Support Unit 


RSD Unit 


intel Unit 


A high-level Support team means 
faster delivery times in the heat 
of battle - when you're out of ammo 
and pinned down by heavy enemy 
fire you can rely on these angels 
to drop bullets right into your 
hands (just dodge the big crate 
they arrive in, okay?). You'll 
also need decent Support to work 
with RSD on improved item battery 
life, extra Fulton functions and, 
most important of oil, radical new 
designs for the cardboard box. 
Boxes ore vital - keep Support 
sweet or risk going home in one. 
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RSD are the backbone of Big Boss' 
upgrades; every time you level 
this unit up you'll see the tech 
tree light up with fresh goodies 
(there's one handy tab that shows 
every item that can be built at a 
given moment). Some designs reguire 
blueprints retrieved in the field, 
while more advanced improvements 
will require you to Fulton/recruit 
a Specialist. Yank up a Bipedal 
Weapon Developer, for example, and 
an exciting world of D-Walker add- 
ons await. Hope he doesn't make the 
other nerds jealous . 


Ocelot's network of spies annotate 
your map mid-mission, highlighting 
enemy locations and potential 
valuables. The higher the unit's 
skill level, the more precise the 
intel. As funny as it is to see a 
low-level team radio in a mile- 
wide search radius for one soldier, 
you'll last longer with a more 
educated team. You'll also want to 
secure a translator for the group 
- Big Boss' shrapnel-riddled brain 
no longer understands Russian, 
rendering guard interrogations 
useless. Get on that one sharpish. 
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ALL YOUR MOTHER 
BASE BELONG TO US 


Metal Gear Online 
isn't quite ready 
for us to test, 
but we do get a 
glimpse of The 
Phantam Pain's 
in-game online 
element. At some 
point in the 
gome you begin to 
develop o Forward 
Operating Bose, an 
off-shore platform 
equipped with 
military hardware 
from the single- 
player campaign. 

In 0 manner not 
dissimilar to 
I Dark Souls, other 
I online players 
I con invade your 
I FOB and go up 
I against its 
I defenses in an 
I attempt to steal 
I your resources. 

I By activating the 
I online game you 
H risk losing much- 
I needed goodies, 

H but then you could 
H also benefit from 
H raiding someone 
H else - potentially 
H stealing tech that 
H you hadn't yet 
H researched for 


Red markers 
denote any 
guards sensed 
by D-Doq. Must 
have trousers 
made of bacon. 


window slit we rule out a gunshot from 
outside. Our first doomed, attempt 
involves a traditional approach, using 
a sea of low mud walls near the house 
only to be spotted by a solider we failed 
to tag. Shouts. Gunshots. You know 
the rest. Thankfully, when you reload, 
any targets you'd marked remain so, to 
prevent retreading of old ground. 

Our second attempt is, foolishly, 
more ambitious: we spot an anti-air 
radar which, if destroyed, opens up 
new landing zones for the helicopter. 

A landing zone that would allow for 
us to extract the officer instead of 
killing him. Higher reward for a no-kill 
run, after all. We plant C^, sneak our 
way in and thud a tranq into his skull. 
Detonating the unlocks a new LZ, 
but the explosion also draws all the 
soldiers in the area. Legging it with 
a burly Russian over your shoulder is 
never ideal; Mr Spetsnaz clearly isn't 
liked, what with his friends' willingness 
to shoot at us both. Mission failed. 

On the third try we remember the 
mighty Fulton recovery system. First 
appearing in MGS3, but serving a key 
role in Peace Walker, the Fulton is a 
self-inflating balloon you attach to 
an object and then retrieve - at great 
speed - by plane. In Phantom Pain, 
it's an advanced kidnapping device 
- attach it to a prone body and you'll 
whisk them back to Mother Base. Back 
at Base these captives are quickly 
flipped and put to work in research 
teams, letting you develop new gear, 
improve air support time or build 
add-ons to your HQ. The beauty of it. 


compared to Peace Walker, is that this 
now happens in realtime. 

Exploring the tech trees in iOroid's 
RSD tab reveals a sniper rifle that 
would end this mission in a single 
bullet. RSD is one man short of the 
required criteria, so we swipe a 
bodyguard, assign him the position, 
build the rifle, order it as an airdrop, 
unwrap the parcel like a kid on 
Christmas Day and test it on Spetsnaz 
skull. The effect is intoxicating: the 
perfect marriage of five systems to 
engineer the ideal outcome. And this 
is Mother Base in its infancy; ten hours 
later it has a private army to send on 
side missions and a zoo packed with 
animals. The scale is dizzying. 

All this for one run-through. You can 
always do better, and are encouraged 
to try: by a ranking system that 
champions non-lethal and unseen 
runs; by the promise of greater GMP; 
by optional goals to earn intel tapes. 
Only unveiled upon completion, these 
additional objectives reveal how elastic 
each scenario is. Why assassinate 
three generals when you could kidnap 
them? Can you defeat paranormal 
assassins without using the one 
weapon designed to kill them? Do you 
think you can blow up a tank and pick a 
rare medicinal herb? 

Picture it this way: some people 
milked 20-plus hours in the pursuit 
of perfecting Ground Zeroes. Now 
imagine a map comprised of tens of 
interconnected Ground Zeroes. That 
wondrous thing in your mind's eye is 
The Phantom Pain. 


"IMAGINE A MAP COMPRISED 
OE TENS OF INTERCONNECTED 
GROUND ZEROES" 





The sound of a goat 
being yanked from 
the earth at great 
speed has to/be heard 
to be believed . 


D-Horse's face guard 
is just a miniature 
riot shield. That is 
so hardcore . 



EPIL08UE 

'HEAVEN'S NOT MY KIND 
OF PLACE ANYWAY' 
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can't believe you haven't tried Mother 
Base's showers yet!" "Just wait until 
you find out who Eli is..." 

There's so much we could tell 
you. Like what happens if you try to 
Fulton recover Revolver Ocelot. Or 
how we came to be in possession of a 
cassette tape of bear growls. Or how to 
manipulate the Afghani postal service. 
Or why punching your loyal men in the 
mouth is actually a good idea. Or 
why fixing a loudspeaker to your 
iOroid can be a very bad move 
indeed. The magic of Metal 
Gear Solid is alchemy: if you 
think to put two systems 
together, they are all but 
guaranteed to react in 
some useful/surprising/ 
barmy way. The open 
world sandbox is the 
genre that challenges 
players to ask 
'what if?'. In Kojima 
Productions, it 
feels like it finally 
has a master 
with all the 
answers. ■ 


#(g)0XM 


T WO days is an unusually generous 
amount of time to spend with 
a game before the review 
code arrives, but in the case of The 
Phantom Pain the time's essential to 
understand the complex web it weaves. 
Our session began with a cinematic 
prologue that could be none-more- 
Kojima, only for him to step aside and 
offer us his cherished director's chair. 
Soon we were choreographing thrillers 
and action films of our own. Like the 
one where a prison break turned sour, 
forcing us to keep the guards busy with 
a David Bowie-spouting gunship as we 
pulled off a no-chance-in-hell Fulton 
extraction through a skylight. We're 
biased, obviously, but it made Dark 
Knight Rises' airplane escape look 
like a trip to LAX arrivals. 


And every film you make rewards you 
with even better props and locations 
; for the next shoot. What started 
with a tranq gun, a horse and 
: nine-years of pent up aggression 
: was, after two days, the tale of 
a man with a robotic arm that 
; shoots electricity, an inflatable 
; doll of himself and the world's 
deadliest sniper hiding in a 
; nearby bush. And that was 
just our path - talking to 
: other writers about their 
; diverging routes through 
the tech tree, or through 
I individual missions, 

; painted a different 
; picture. "What do 
: you mean you never 
i Fulton'd a vulture?" "I 






PUBLISHER ACTIVISION DEVELOPER TREYARCH FORMAT XBOX ONE 

Call of Duty: 
Black Ops 111 

Hands-on muitiji^er impressions of tife game 
affofE 


we're calling Call of Duty: Modern Parkourfare 


W 


hen we posed 
the question to 
Black Ops Ill’s 
multiplayer 
director Dan 
Bunting, we were 
expecting an 
evasive answer. 
What followed 
was surprisingly (and refreshingly) 
forthright. “I’d be lying if I said that 
[the emergence of video platforms 
such as Twitch and YouTube] didn’t 
factor into Black Ops Ill’s design,” he 
told OXM during a recent press event 
at Treyarch’s Los Angeles studio. 
“Now, we have to think not just about 
whether our game is fun to play, but 
also what it’s like to watch.” 

So there you have it: the real reason 
why seemingly every multiplayer 
shooter that has rolled off the 
production line in the past few years 
has swapped out standard-issue 
soldiers in favour of wall-running 
cyborgs with jet-pacs. Twitch streams 
and eSports aren’t flash-in-the-pan 


fads; they’re a medium that gives us 
a new way to engage with games, 
allowing feats of heroics or skill to be 
shared in real time. And their influence 
has reached the point now where 
they’re actively shaping game design. 

None of this has caught Treyarch 
out - indeed, the studio has been one 
of the key innovators in this held. In 
2010, before Twitch was even a thing. 
Black Ops gave players the tools to 
record, edit and share multiplayer 
footage. Black Ops II took it even 
further, enabling players to livestream 
deathmatches direct to YouTube. For 
its next trick, Treyarch is targeting the 
burgeoning eSports scene. Treyarch 
reckons that Black Ops III will be the 
Call of Duty to crack it, thanks to its 
faster, more aggressive (and more 
watchable) style of play, spearheaded 
by cybernetically enhancing the 
soldier avatars into (yes!) wall- 
running, thrust-jumping, 
powersliding war machines. 

So, how has Twitch shaped Black 
Ops Ill’s map layouts? Answer: by 


Bluffer's 

Guide 

Coll of Duty 
does Deus Ex, 
essentially . 
Block Ops III 
whisks us to 
the 2060 s, 
where elite 
soldiers ore 
'treated' to 
experimental 
robotic ports 
such os 0 
qotling gun 
for on arm. 
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SERAPH 


OUTRIDER 


REAPEI 


OFFEN$IVE_ POWER J 


OFFENSIVE POWER 


OFFENSIVE POWER 


This guy's one of your team-mates 
during the single-player campaign. 
He looks like he's seen some things 
Futuristic things. 


It's os yet unknown whether mechs 
will moke on appearance as a high- 
level Scorestreak. We did get chased 
by some spiky 'bots, though. 


A husky Rusky so dedicated 
to killing folk that he 
volunteered to hove his 
real arms ripped off and 
replaced with cyborg ones. 
A bit mod, but we'll run 
with it. ■ 


Seraph grew up in the 
criminal underworld of 
the Singapore quarantine 
zone, which is where 
presumably she got her 
nifty robotic arm. 


Looking like the lead 
character from an iOS 
Assassin's Creed tie- 
in, Outrider learned her 
parkour craft in the 
favelas of Brazil . 


Not even a human at all, 
this one: instead he's a 
bipedal 'war robot'. They 
should graft a human arm on 
him, so he can know the joy 
of a puppy's lick . 


^ revolver 

that has so much kick, 
pressing the trigger would 
break a normal, fleshy arm. 
Its bullets can penetrate 
solid walls . 


iiiaaak^BtiTjaamyiaM Reaper's 
arm transforms into a 
qatlinq gun that mows down 
anything in its path - 
although there's a lengthy 
warm-up period. 


Ruin 

leaps high in the air, rips 
out some 'Gravity Spikes' 
and does a ground pound 
that ripples across the 
immediate vicinity. 

himtlLV Sprint like 

a maniac for a short space of 
time. Useful during Capture 
The Flag matches, and also 
looks quite amusing. 


Outrider's compound 
bow. Sparrow, fires off 
explosive arrows that 
stick to their target 
and detonate for an 
instant kill . 


laiWiari Seraph's 
Combat Focus skill is 
able to boost the amount 
of XP she gains from kills 
and assists for a short 
period of time. 


fiiitaiKiii^gniBiagl Reaper 
can 'glitch' back to his 
position five seconds 
before - a useful get out 
of jail cord if you've 
blundered into trouble. 


lainyiari One for 
fons’of 'radar ; Outrider's 
Vision Pulse lets you track 
nearby enemies' movements 
through solid walls. 
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O taking a knife to them, so that the new 
movement skills have room to breathe. 
Of the three multiplayer maps playable 
at the press event, Combine is the 
clearest example of Black Ops Ill’s map 
design philosophy. Set in a suitably 
2060s locale - a vertical farming 
complex and research facility in the 
Egyptian Sahara desert - its curvy 
geometry actually brings to mind the 
2000s - the proliferation of concave 
walls and ratruns means that from a 
distance, it could almost be mistaken 
for a Tony Hawk’s Pro Skater stage. 
Tony Hawk’s Pro Shooter, if you will. 

Appearances can be deceiving, but 
not this time. Black Ops Ill’s maps 
are built on the same principles as 
Tony Hawk’s skate parks - they’re 
designed for perpetual movement. 

Just as you chained together ollies and 
grinds in Tony Hawk, here you mesh 
together powerslides and wall-runs, 
taking care to transition from one to 
another before the analog power meter 
runs out and kills your momentum. 

The level designers have got their 
whittling knives out to encourage 
constant motion. Some parts of the 
map furniture are raised off the ground 
just high enough to allow a cyborg to 
powerslide underneath in a pinch. Flat 
walls are a constant feature, giving 
soldiers a speedy way to move from 
one floor of the building to another 
without having to resort to archaic 
concepts such as ‘ladders’ (why aren’t 
these extinct by 2060?). Elsewhere, 
select walls have been carved into a 
concave shape, so a player fleeing from 
enemy Are can wall-run into it and 
change direction a full 180° without 
breaking their stride. 

One thing that stuck out while 
we were experimenting with these 
skills was our gun - that is to say, it 
was constantly protruding from our 
soldier’s arms, no matter what mad 
act of athleticism we were performing. 
(Indeed, you can even aim down 
your sights while wall-running). It’s 
indicative of what Treyarch calls its 
‘guns-out’ philosophy - no matter 
what you’re doing, you’re ready to 
aim and Are (except while reloading, 
natch). Treyarch is keen to remove 
from the equation what it terms the 
‘barriers’ of movement - making it 
easy to do what you want to do, and 
freeing up brainspace for twitch- 
shooting. Each skill allows for a full 
360° range of movement, allowing 



//We have to think not just about 
whether our game is fun to play, 
but also what it's like to watch// 


expert players to pull off some 
amazing feats. 

But it’s a subtle change that really 
opens up the map’s tactical potential. 
The new ‘auto-mantle’ means 
an end to clumsy ‘Press A 
to clamber over a pathetic 
dirtpile’ prompts - now 
if you want to climb over 
something, you simply jump 
into it and you’ll bound 
over, keeping your gun up at 
all times. Once we got to grips 
with the new system, it completely 
changed the way we approached 
one of the other maps playable at the 


Metadata 


FIX THIS... 




The water sections are a little 
gimmicky. It's possible that if 
you had a radar enabled, you could 
submerge for a sneak attack - but 
with 0 limited air supply, you'd have 
to be confident in your gameplan. 


event - Hunted, a rather more rustic 
design, set in a hunting lodge located 
high in the Ethiopian mountains, with 
a waterfall running straight through 
the middle of the map. As the 
description suggests, Hunted’s 
terrain is rugged and 
mountainous, characterized 
by numerous winding 
passageways - think Modern 
Warfare 2’s Afghan as a 
comparable. Hence the hunting 
theme proves apt, as you’re 
constantly hunting down enemies on 
parallel pathways. Auto-mantle makes 
it easier to tactically cut corners by 
bounding through the windows of the 
outposts lurking around the area. 

The maps we’ve seen so far are far 
removed from sniper’s paradises such 
as MW2’s Wasteland, open plains with 
long sightlines that punished gung-ho 
idiots. Whether you think that’s a good 
thing or not is a matter of personal 
preference. But if you like close- 
quarters combat and twitch gunplay, 
then Black Ops HI is one to watch, 
whether you intend to play it or not. 
Alex Dale 



With 6^ 
layers of 
customizable 
decal, expect 
to see some 
astonishingly 
detailed 
cannabis 
leaves on 
the field . 



The gun show 

Craft your dream weapon 
Multiplayer uses the same 'Pick 10' system that 
worked so well before - it lets you customize 
your loadout to your tastes by, say, sacrificing a 
grenade for an extra gun attachment. Gunsmith 
mode lets you craft your ultimate weapon from 
its various constituent parts - scope, optics, etc 
- and then import your creation wholesale into 
your Pick 10 loadout. You can also customize your 
creation's camo - with 6^ layers of decal, expect 
some Forza-rivaling designs to pop up online. 
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Tony Hawk's Pro Skater 5 

With that gimmicky peripheral binned, can Tony Hawk return to greatness? 


■ Bluffer's 
Guide 

The only 
skateboarder 
your dad knows 
has once 
again lent 
his face to 
Activision's 
established 
'boarding 
series. Do 
tricks, earn 
points, and 
challenge 
your friends . 


T 


ony Hawk’s Pro 
Skater was never a 
‘realistic’ skating game: 
it interpreted the 
complexity of actual 
skateboarding into a sort 
of environmental beat- 
'em-up, where your opponents were a 
bunch of half-pipes, rails and concrete 
slabs. You executed maneuvers by 
learning and inputting combos, much 
like in a fighting game - so perhaps 
the announcement that Pro Skater 5 
will feature power-ups and projectiles 
shouldn’t feel as ridiculous as it does. 

Yup, we’ll be able to shoot stuff 
from our skateboards in this belated 
Pro Skater sequel, although for 
now we can only imagine what that 


entails. Will we be gunning down 
fools with an attachable minigun or 
flamethrower, or toppling rival skaters 
with concentrated balls of gnarly 
energy? More likely, it’s a feature 
restricted to separate knockabout 
challenges, with the main thrust of 
the game remaining relatively 
projectile-free. Worrying 
additions aside, developer 
Robomodo is aiming for 
THPS5 to recapture the ^B9l] 

tricky experience of the 
original titles, before Hawk 
bailed into a pile of unsold 
peripherals. However, as it is (partly) 
from the team behind the lambasted 
Ride and Shred, we’re not entirely 
convinced yet. 



//We'll be able to shoot projectiles 
from our skateboards in THPS5/I 



Baard ta death 

Tony Hawk introduces his chums 
They call him the Birdman, although Michael 
Keaton is currently vying for that title. And for 
every game he brings along a bunch of fellow 
skaters 20 years his junior - this time, we 
welcome world pros including Nyjah Huston, Riley 
Hawk, Aaron 'Jaws' Homoki and Lizzie Armanto. 
This cast of champs will likely be utilized in 
specific challenges showcasing their unique 
strengths, but we can also make and customize 
our own rad boarders, as in the S/cafe series. 


For now, let’s give the benefit of 
the doubt: Tony Hawk was the king 
of boarding games for many years. If 
you’re of a certain age, you’ll doubtless 
have fond memories of mastering 
kickfiips and pop shove-its, and from 
the sounds of it, it should play fairly 
similarly to previous games. 
“Daring objectives” and 
“fine-tuned controls” have 
been promised, suggesting 
a return to the sky-high 
difficulty and direct controls 
of the good old days. Revealed 
images show environments 
reminiscent of earlier games, so it 
seems we’ll be returning to iconic 
warehouses and school rooftops. 
Robomodo made the HD remake of 
the first two games, so it does have 
some experience in this arena. 

It’s the multiplayer that promises 
to offer the biggest shake-up. It’ll 
be “seamless”, letting you take your 
skater online at an)Ttime in order 
to co-op or compete with buddies 
or rivals. If the preset missions and 
environments don’t appeal - there’s no 
mention of an Underground-style open 
world - relax in the knowledge that 
we’ll be able to make our own custom 
skate parks and share them online. 

Can Robomodo and Disruptive 
Games recapture the spirit of Pro 
Skater, while updating it to the 
modern era? What are we, psychics? 
We have doubts, but they’re certainly 
making all the right noises. 

Tom Sykes 
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Their Overlord might be gone, 
but the minions hove to serve 
someone - here it's you. 


PREVIEW 


Other players eon 
also support you 
during battle . 





■ PUBLISHER CODEMASTERS / DEVELOPER CODEMASTERS / FORMAT XBOX ONE 


Overlord: Fellowship of Evil 

No Overlords, but plenty of evil in this top-down multiplayer spin-off 


■ Bluffer's 
Guide 

An isometric 
action gome 
with 0 huge 
co-op focus, 
set in the 
tongue-in- 
cheek Overlord 
universe . 

Seems like a 
more combat- 
heavy take on 
Guardian of 
Light. 



f it’s good enough 
for Lara Croft, then 
it’s good enough for 
the Overlord, even if 
this spin-off notably 
begins with him being 
dead. Codemasters’ 
cheeky action RPG series is getting an 
isometric, co-op-focused follow-up, 
and it’s heading to Xbox One this year. 

So yes. Fellowship of Evil looks a 
bit like Lara Croft and the Guardian 
of Light /Temple of Osiris, but with 
four color-coded evildoers in place of 
puzzling adventurers (and plenty of 
minions). That quartet of wrong’uns 
comprises necromancer Malady, fiery 
warrior Inferna, a sneaky Dwarven 
rogue by the name of Hakon, plus the 
dude that killed him (and vice versa): 
Cryos the dead elegant Dark Elf prince. 


They’ve been resurrected by series 
mainstay Gnarl to stop the spreading 
scourge of goodness emanating from 
the Nether deep: a huge underground 
network he’s been holed up in since 
the end of the second game. The 
plague is turning this dark place pure 
and, worse, the minions into good- 
natured idiots, so you’d best gang 
up to stop it from cleansing the 
entire world. 

Codemasters says you 
can play Fellowship wholly 
on your own, but it seems 
unlikely that anyone with a 
working internet connection, 
friends, or pets with opposable 
thumbs would want to do so. The 
third-person combat, puzzling, and 
mild adventuring of the original 
Overlords has made way for top-down 



//The ability to screw over fellow 
cooperators has been promised// 


multiplayer - judging by footage, 
there’ll be a much faster pace, too. 
While minions can seemingly be 
swapped in as a replacement for 
human players, Codies has suggested 
that teamwork will be a key theme. 

As this is an Overlord title, we can 
also expect our evil protagonists to, 
well, do a bit of evil now and 
again. The first games had you 
incinerating hobbits, clubbing 
seals, and pelting kids with 
snowballs, and we’re hoping 
to commit similarly jerkish 
deeds here. The ability to 
screw over your fellow co- 
operators has been promised, although 
how remains to be seen. One person 
who’ll know for sure is scribe Rhianna 
Pratchett, who’s returning for writing 
duties from the first two games. 

That proper Overlord sequel will 
likely be with us eventually, but we’re 
glad that Fellowship of Evil is here to 
keep the series alive in the meantime. 
Tom Sykes 
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ELF 


THE HOT-HEADED INFERNA 


THE DIMINUTIVE 


HAKON 


MALADY THE NECROMANCER 


CRYOS THE DARK 


Here ore your heroes... or villains, we should soy. Four dead baddies brought bock to life os 'Netherghouls' by Gnorl. 
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Rock Band ^ 


Harmonix explains why it's time to get the band back together 


A 


ssuming Xbox One isn’t 
your first console, there’s 
a reasonable chance you 
own (or used to own) 
one or more plastic 
musical instruments. 
Equally, chances are they’re now 
either gathering dust at the back of a 
cupboard, or have long since made their 
way to the great car boot sale in the sky. 

The rise of the music game was 
one of the last console generation’s 
most exciting trends, but just as its 
ascent was rapid, its fall from favor 
was similarly swift. There are still 


I 


The premier 
music game is 
back in town 
with better 
crowds, mics 
and drums - and 
you can ploy 
along with 
all your old 
instruments . 



Bluffer's J Xbox 360 owners who regularly 
^ u i d e i invite friends over to j am, and soloists 

whose downloads have kept the Rock 
Band series ticking over, but a proper 
reunion tour is long overdue. 

So why is Harmonix 
bringing i^ock Band back 
- and why now? “That’s a 
good question,” says product 
manager Daniel Sussman. 

“The truth is there’s a huge 
affinity here for Rock Band - it’s 
a game that means a lot to people. 

We just celebrated the studio’s 20th 
anniversary, and one of the things we 


Crowd control 

How to get the fans eating out of the 
palm of your hand 

Rock Band audiences are noisier and more 
dynamic - they'll call out for specific songs, and 
cheer when you start a set. Play well enough, 
and they might chant for an encore. You won't 
be penalized for ignoring them, but you can whip 
them into a frenzy. "We can crank these amazing 
moments where the crowd is hanging onto your 
every word," Sussman says. "As a performer, 
those are the moments you remember." 



did was open up the floor to everybody 
to tell a story.” The anecdotes, 

Sussman recalls, all seemed to center 
on one game. “I was struck with how 
important Rock Band has been, 
not just to the studio but to the 
individuals who work here. 

So it was inevitable that we’d 
get the team back together 
and do this [again].” 

Rock Band 4 began to click 
into place a year ago, with a 
small internal team working on a Unity 
prototype involving musical systems 
without any real form. The ideas that 
emerged from this were the catalyst 
for a meeting in which the studio 
began to discuss Rock Band’s strengths 
and weaknesses. “We realized early 
on that we had a design that was 
true to the core of the [series], that 
was innovative, and that was worth 
making,” Sussman tells us. “That was 
a big moment because there’s so much 
passion for Rock Band - we felt that 
unless we were going to do it right, we 
weren’t going to do it at all.” 

Doing it right had to mean doing 
right by the series’ fanbase. That 
involved investment of time and 
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V 


Songs announced so for 
include The Killers' X 

Somebody Told Me and The 
Seeker by The Who . 





//Budding frontmen will notice 
a big difference, with more 
room for vocal flourishes// 


effort into not only offering support 
for previous versions of the game, 
but all existing hardware - and that 
includes Guitar Hero controllers. 
“What is really important is that we 
make this experience accessible to as 
wide an audience as possible, and that 
we nurture that audience,” Sussman 
explains. “A lot of people look at the 
guitars, drums and songs that they 
buy as an investment, and Harmonix 


IMetadata 


BIG IDEA... 



Rather than slogging through menus 
to build your trocklist, you con vote 
mid-set on the next song to ploy, 
from 0 limited selection based on 
artist, genre or decade. We predict o 
riot - or at least o minor argument... 


has a long history of looking after our 
customers, so we all knew it was the 
right thing to do.” 

The hardware, he says, is a means 
to an end - not that he wants to 
take anything away from the effort 
peripheral-maker Mad Catz has 
gone to with the new guitars and 
drums, which should provide the 
optimal Rock Band 4 experience. 

The tilt sensor on the guitar has been 
replaced in what Sussman refers to as t 
“game-changer”, while higher-fidelity 
microphones will allow vocalists to 
sing louder without any distortion 
impacting their performance. 

Indeed, budding frontmen will 
notice a big difference. Harmonix had 
noticed that some of the best singers 
were playing on easy or medium, 
simply because it allowed them a little 
more leeway. Now, if you sing any 
note within the current chord you 


Sussman 
believes 
the crowd 
should hove a 
personality 
- early 

audiences will 
be curious, 
but os you 
gain fame 
the volume 
will rise. 



The stylized look of the 
previous gomes is still in, 
though there ore obvious 
improvements in animation. 

won’t be penalized. Which isn’t to say 
you can go all Mariah Carey, but with 
room to experiment, you can certainly 
afford to be a little more expressive. 
Drummers, meanwhile, can opt to use 
dynamic drum fiourishes. These are 
pre-authored but randomly chosen, a 
halfway house between canned beats 
and full improvisation. The result, 
Sussman says, should sound better 
than before. There’s an educational 
element to it, too, he explains: “You’re 
learning the right place to do a drum 
fiourish, and how it works within the 
context of a particular song. These are 
dynamic, so there’s still that element of 
surprise and freedom. My hope is over 
the course of a career, you [accumulate] 
this arsenal of fiourishes that you can 
now bust out on your own if you want 
to go back to the traditional method.” 

These are smart changes to a template 
that needed minimal refinement, though 
in the face of Guitar Hero Live’s unusual 
first-person perspective, you could 
argue Rock Band 4 lacks a headline- 
grabbing feature. Sussman is confident 
enough in his studio’s design to welcome 
the resumption of its rivalry with 
Activision’s series. “What we’re really 
going hard after is creating that blissful 
feeling you get when you’re performing 
great music with your friends. The 
music is at the very core of our 
experience and that’s how it should be.” 
Chris Schilling 
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Assassin's Creed Syndicate gangs-up^ 
Victorian London with vehicles, a 
launcher and twin criminaLAssassins 
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t was the best of 
times; it was the worst 
of times." It's not every 
day you hear a game 
developer passionately 
quoting Dickens. But 
Ubisoft creative director 
Marc-Alexis Cote has a 
pretty valid excuse. Yes, after all 
those leaks last December we're 
finally getting the stabby playground 
we deserve: Victorian London. 

The leaked 'Victory' from 
Ubisoft 's Quebec studio was 
only a working title, and while 
you've already seen the setting 

- and something that looked 
like Batman's grappling hook 

- there's still plenty of tricks 
up Ubi's gauntlet-clad sleeve. 
Interactive vehicles for instance, or 

the small fact that we've got two 
Assassins this time around and 
they just so happen to be twins. 
And criminals. Twiminals. 

Meet Jacob and Evie Frye. This 
parkouring pair arrive in London 
in 1868 at the tail end of the 
Industrial Revolution. While 
this revolution has a tad less 
0-negative streaming through 
the streets than the French or 
American versions, it's no less 
vital to the Creed. "London at 
the time was the epicenter of 
the greatest empire that humanity 
has ever known," explains Cote. 

"One could say that to control 
London in 1868 is to control the 
world. The ancestral war between the 
Assassins and the Templars has come 
to an end, and the Templars are firmly in 
charge. Wealth, knowledge and power 
are to be accumulated in service of an 
Empire, one that now stretches across 
the entire globe. And if things continue 
to go according to plan, the Templars 
will soon rule the entire planet." Global 
domination sounds suitably villainous, 
and the only way Jacob and Evie can take 
the Templars down is by striking at the 
heart of the organisation: London town. 

While the rich rode carriages through 
the streets and the wealthy were 
pioneering ahead with the new tech of 
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the time, the working classes were the 
slaves of the Victorian era. Organised 
crime was rife across the city and 
London's slums were filled with gangs. 
So it is that Jacob and Evie become the 
first criminal Assassins by establishing 
their own gang, the Rooks. Grimy turf 
warfare is key to victory in Syndicate: 
the Fryes are taking the city back. 

This is the most modern game in the 
timeline of the main series to date, and 
this isn't something Ubi is forgetting. 
"One of the things that I think the series 
needs in order to innovate is to have a 
more modern setting; to modernize the 
experience," says Cote. "Both in terms 
of gameplay and in terms of narrative, 
and there's no other place to do that 
than an age of transformation. An age 
like the Industrial Revolution." 

While Jacob and Evie each have 
their own story missions, it's possible 
to switch freely between the pair in 
open-world London. Today we're only 
shown Jacob in action as he heads to a 
gang stronghold, one of the many side- 
missions available. It's worth noting 
here, too, that this is a single-player 
experience. Ubi is focusing on what 
made Creed great in earlier winners 
such as AC//, and is evolving the series 
with extra tools and ways to play. "We 
decided very early on to focus on the 
single-player as a sole experience," 
explains senior producer Francois 
Pelland. "No multiplayer, no co-op. 
We're back to the roots, back to really 
what made Assassin's Creed what it is." 

The buildings of London stretch 
high above Jacob as he wanders 



CITY OF LONDON 
This was the heart of the 
British Empire's financial 
district. Wide streets and 
plenty of police mean lots 
of opportunities for Jacob 
and Evie to steal 
carriages and cause chaos 
Grand Theft Assassin's 
style. Every chase is 
unique too so you'll never 
be able to predict exactly 
what will happen. 



THE THAMES 

The Thames was a hive of 
activity in 1868 ( for 
those who could ignore the 
smell, obviously). Fitting 
effortlessly into Creed 
ore the hoyboots that soil 
the river. An escape route 
covered in hoy? That's two 
of on Assassin's favorite 
things in one. Time for o 
leap of faith and o gentle 
cruise to freedom. 



THE STRAND 

A hub of international 
travel, the Strand's 
Charing Cross railway 
station was o gateway to 
the rest of the world . 
Ubisoft isn't giving 
much away but there's 
definitely going to be 
trains speeding around 
the city. There's surely 
0 'delays' joke to be 
mode here somewhere... 



WESTMINSTER 
Assassin's Creed loves 
its historic landmarks. 

If there's no stalking 
through the Palace of 
Westminster, hunting 
in Buckingham Palace or 
clambering up Big Ben 
we'll eat this rather 
fashionable top hat. Sadly 
the rope launcher means 
you can cheat your way up 
the Elizabeth Tower. 
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WHITECHAPEL 
A cameo from Jock the 
Ripper himself is os yet 
unconfirmed (fingers 
crossed) but the streets of 
Whitechapel ore dangerous, 
narrow and filled with 
plenty of places to blend 
in with the criminal crowd. 
There were allegedly 
areas of Whitechapel where 
even the police wouldn't 
set foot. Cowards! 




Comboi is much more 
up clobe and personal 
than previous Creeds, 
letting you get, er, 
cracking with Jacob's 
knuckle dusters. 


Historical celebrity cameos 
hove already been confirmed 
via 0 DLC called The Darwin 
and Dickens Canspiracy . 

Creed loves its famous 
historical figures and we're 
guessing there'll be more 
revealed before release. If 
the Templars are those in 
power in Victorian London, 
then who knows which long- 
buried famous figures should 
be ready to sue for libel? 


w 




DICATE 


What the Dickens? 


down the sunny street looking like 
the most dapper Assassin we've seen 
yet, with a top hat and impressive 
mutton chops. Carriages clatter along 
the streets and pedestrians are now 
relegated to pavements. The city feels 
alive, and this is a world that the team 
is immensely proud of. "Our biggest 
investment, without a doubt, is in the 
city itself. In creating a city that lives 
and breathes. A city that is, for the first 
time in the history of the franchise, full 
of movement," says Cote. "The city is 
split into seven different boroughs. The 
key to the experience is to make each 
of those boroughs feel very different 
for our players. I want our players to 


have a voyage through the city as they 
travel from the riches of Westminster to 
the poverty of Whitechapel." 

We only visit one of these boroughs, 
but the horizon is enticingly packed 
with world to explore. The City of 
London has enormous, wide streets 
patrolled by the newly introduced 
police force. Company names adorn 
the rooftops of six- and seven-story 
buildings. We're not in Venice or even 
Paris anymore. Climbing looks like a 
hell of a slog. These are buildings of 
the modern world; thankfully our new 
Assassins have a modern tool to match. 


Frye up 


Both Evie and Jacob are armed with the 
rope launcher. A shiny new toy attached 
to the hidden-blade gauntlet, it grants 
instant access to rooftops with a tap of 
a bumper. There's no need to aim - the 
prompt to hurtle up the nearest building 
will always pop up when you're close 
enough. The tool also acts as a zipline 
between buildings to give you a greater 
sense of motion while free-running. 
"One thing that we wanted to do with 
the rope launcher - regardless of the 
obvious fact that the roads are larger or 
buildings are taller - was to give players 
the freedom to get where they want 
but also the tools to create," explains 
Pelland. "It's a rope launcher that you 
can also use as a zipline to assassinate 
guards. It's a tool that will give players 
freedom to attack in new ways or to 
tackle a situation differently. It's a true 
freedom tool. Is it powerful? Absolutely. 
Will it be a game-changer? Absolutely." 

We see it in action as Jacob reaches 
the Templar stronghold of a gang 
known as the Blighters. He hurtles to 


The gauntlet 
this time 
around has 
been upgraded 
with 0 rope 
launcher and 
nasty dart. 


a rooftop before switching into stealth 
mode and seamlessly swapping his top 
hat for the more traditional Assassin 
hood. He fires the rope launcher across 
to a neighboring building, before 
creeping along the zipline to hunt the 
first of ten targets required to take the 
stronghold for the Rooks. 

Combat is another of the series' main 
pillars that benefits from an overhaul 
for Syndicate. As no one carried swords 
and battle axes in Victorian London, 
brawling is all about knuckle dusters 
and hidden knives, perfect for an 
Assassin about town. Ubi is keeping 
quiet about Evie's weaponry, other 
than revealing that she favors stealth. 
Jacob, however, is a man of action 
- armed with a solid set of knuckle 
dusters and a nasty-looking Nepalese 
knife, known as a kukri, for brutal close 
combat. His six-shooter revolver, with 
its improved aiming mechanics, makes 
combat even more punchy and varied. 

"In the Victorian era, if people were 
to see you walking with a sword you 
probably would have been arrested or 
looked really, really out of place," grins 
Cote. "So when you fight with your 
hands it's all about breaking bones and 
disabling your targets. When you fight 
with kukris it's easier to dispatch them, 
but it's a lethal option - sometimes 
you have to keep your targets alive. 
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Dart attack 


One of the newest additions to our arsenal 
is the hallucinogenic dart built into 
Jacob's gauntlet. Shoot at enemies to send 
them into a murderous frenzy or find on 
open flame, stand well bock and shoot it 


not only be engulfed in on explosion, but 


then handily start killing one another. A 


hallucinogenic version is all that's been 


confirmed so for, but we're guessing it'll 


only be the first of a variety of dastardly 


concoctions to be revealed 


into the fire. 


Enemies in the vicinity will 


icr 

th 

fe 


Training day 

Vehicles are the second big addition 
to Syndicate and Ubi is hoping they'll 
revolutionize the way we explore the 
city. "Any carriage that the player 
can see, they can interact with. They 
can hop on top of boats and trains to 
manipulate them to their advantage," 
Cote tells us. "Vehicles are so intrinsic 
to the gameplay experience that they'll 
profoundly change the way people play." 

They aren't just for jumping into for 
some historical tourism, either. Vehicles 
are key for gameplay. "Players will 
obviously be able to drive through the 
city but they'll be able to hop on top of 
their carriage and jump from carriage to 
carriage," says Cote. "They are dynamic 
platforms that the player can jump on. 
The player will be able to kidnap people 
and throw them in the carriage. You'll 
be able to hide in a carriage, so they 
will act as moving hiding spots. In terms 
of fighting, you'll even be able to fight 
on top of those platforms. Enemies will 
hijack a vehicle in the street, give you 
chase, jump up on your cart, pull you up 
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SO that's why you'll use your fists. We 
have the cane, as well, which we'll 
reveal more about in the future." 

It's not just the weaponry that's 
changed, either. Ubi is trying to, er, 
combat, the traditional Creed counter- 
based fighting. "We've always kind of 
had this system of our players waiting 
for the enemies to attack, counter and 
then kill," explains Cote. "So twe're] 
reducing the latency and making the 
combat feel more responsive for our 
players, really jumping from one target 
to the other. It's not perfect yet, but 
it's really about crowd control, and 
about the player driving the show than 
waiting for the enemies to attack." 

Jacob aerial-assassinates an enemy 
with the traditional hidden blade before 
jumping down to the ground to stalk 
the remaining gang members from the 
shadows. The cover system has had a 
serious overhaul. Assassins now auto- 
snap to cover without any need for 
button-pressing, and environments are 
far more interactive. Want to distract 
an enemy rather than put a throwing 
knife through his skull? Throw it at 
the wall behind and he'll swagger over 
to take a look. Are those barrels on a 


crane hovering perilously above a group 
of enemies? Send a knife through the 
rope and crush your foes without even 
leaving your rope launcher's zipline. 
Syndicate is a much-needed evolution 
in the sneaking department. While we 
haven't seen any main missions, this 
vastly improved repertoire of moves will 
easily expand the choices introduced 
in Unity's assassination sandboxes. 

Things get really interesting when 
Jacob successfully eradicates all the 
enemies and the Rooks burn the flag 
of the stronghold. A carriage chase 
triggers and the Assassin jumps into 
the driver's seat of an abandoned 


vehicle, cracks the reins and rattles 
down the street. Not only is he in 
pursuit of a Templar gang member 
called Bloody Nora, the police don't 
take kindly to Frye's thieving ways 
and give chase. The streets of London 
are instant carnage as the vehicles 
smash solidly into one another, 
sending traffic scattering and bits of 
splintered wood flying into the air. 


Jacob heads 
up the Rooks 
alongside 
his sister 
Evie. He's a 
man of action 
who prefers 
brawling to 
stealth . 
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There were a lot 
of different ideas 
that really factored 
into the decision. 
Victorian London has 
much wider streets. 
It's got 0 long field 
of view, os well . We 
needed to wait and 
hove the power of next- 
gen to showcase it in a 
way that would do the 


HE'ROPE'LAUNCHER' 
DELIVERS A WHOLE NEW 
WAY TO PLAY. HOW DO 
YOU SEE THIS CHANGING 
[the GAME?J 


The choice to climb the 
buildings the old way 
is still there [and 
you con bet we'll hove 
collectibles at the 
different places on the 


Smells like... 

Victorian London wasn't the 
most pleasant of cities and 
that's something Ubisoft 
is very aware of. Poverty, 
disease, the workhouses, 
infant mortality... 1868 
might hove been the modern 
age, but that didn't mean 
you didn't die young and 
poor. The atmosphere in gome 
needs to reflect this. "'I 
remember reading a book by 
Lisa Picard, it's called 
Victorian London and it 
starts with o chapter on 
smells," grins Morc-Alexis 
Cote. "If I could hove a 
smell projector on the 
Xbox I think it would be 
incredible ." Mmmmm. J 


You don't h6v0 to stay in th^ 
driver's seat, and con jump u 
the roof of a corriogji for a 
'' guick brawl . 


Morc-Alexis Cote 
Creative director, 
Ubisoft Quebec 


era of war - at least 
not in the UK. That's 
interesting because 
it pretty much brings 
us bock to the magic 
of the Renaissance 
in ACII. 1 draw a lot 
of parallels between 
those two periods. The 
reason we chose 1868 
is really because of 
the people. We wont 
rto moke the gome to be 
more character-driven 
than driven by the 
different events. 


you will do in the open world will serve 
that as well as the main storyline." 

This has only been a tiny glimpse of 
what Syndicate has to offer, but the 
dual narrative of Jacob and Evie is an 
interesting addition to the franchise. 
Add in the new toys we've got to 
play with in a city that's positively 
overwhelming in size and atmosphere, 
and this looks like it might be a bit of 
a victory after all. ■ 


out of the driver's seat and fight with 
you on top of the carriage." 

This carriage chase concludes 
with a street brawl as Jacob's gang 
battles the Templar's crew - and it all 
ends with Evie and Jacob announcing 
their ownership of the City Of London 
district. Side-missions in each of the 
seven districts will all link into this 
idea of taking back power, and Cote is 
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stealth is for smoother, with 
instant cover instead of the 
button- juggling of Unity. 
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setting justice. And 
you just hove to take 
0 look at the Thames 
os well... The Thames 
was filled with boots 
which is something I'm 
really excited for our 
players to see because 
they ore os exciting os 
all the other vehicles. 



The thing thot^s 
exciting about the 
Industrial Revolution 
is that it's not on 


buildings] but I think 
it's 0 gome-changer 
because of the way the 
buildings and city ore 
structured. The streets 
ore so much wider. We 
hove four- and six- 
story buildings. We're 
seeing it in ploytests 
- players ore loving it. 
They're just porkouring 
through the city, 
crossing those gaps 
and you con maintain 
momentum. You don't hove 
to wait at the end of the 
building to traverse. 

The movement is so fast. 
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REVIEWS 

The most important Xbox releases rated 


THIS MONTH 
IN FACTS 

WHICH GAMES STAR 
CHARLES DANCE 
THIS MONTH? 

SHOVEL KNIGHT: Creative 
Hi f f p rpnrP9 

GOAT SIMULATOR: He was busy 
THE WITCHER 3: Yes 
CONKER'S BIG REUNION: 
Turned him down 


HORRIBLE SINS WE'VE 
COMMITTED IN THE 
WITCHER 3 

ALEX: Picked flowers from 
other people's gardens 
MATTHEW: Skipped a line 
of NPC dialog once 
TOM: Whistled for my 
horse rather loudly 
EMMA: Burned 73 people to 
death. So far 


FRANCHISE FACE-OFF 


Project Project 
Root Cars 


r 

Realism 

4 

0 

T 

1 

1 

1 

Fun 

4 

0 

1 

1 

1 

Charles 

Dance? 

Not at 
all 

1 

Maybe 


Turns out the real-time beard growth is far 
from the best thing about this RPG. (p62) 



THIS MONTH WE... 


Inherited sweet sweet loot p66 i Damned a game to Gitmo p 


Got bored in space p69 


Got nostalgic for Nazi pop p70 i Threw a goat off a cliff p75 
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Yennefer is a powerful sorceress, and one of Gerolt's old 
flames. This picture works on so many levels! Okay, two. 



REVIEW 


62 / THE OFFICIAL XBOX MAGAZINE 


WWW.GAMESRADAR.COM/OXM 







■ PUBLISHER CD PROJEKT RED / DEVELOPER CD PR03EKT RED 
FORMAT XBOX ONE / RELEASE DATE OUT NOW 


THE WITCHER 3: 
WILD HUNT 

80 hours in the wilderness with 
CD Projekt RED's huge RPG 


ust we really find this 
Ciri girl? We've spent 
30 hours criss-crossing 
the Northern Kingdoms 
searching for her, and 
it's starting to get a bit 
annoying. 

She's 

important, we get that. She's 
the emperor's daughter, and 
he wants her back. Our hero, 

Geralt of Rivia, has known her 
since she was a young girl, and 
loves her like she's kin. Through 
her veins runs the Elder Blood, 
a mystical, potentially world- 
conquering power that has 
made her the object of many 
nefarious desires. 

At the head of the chasing 
pack is the Wild Hunt, a spectral 
army that can magically appear 
anywhere in the world in a 
heartbeat and has sent Ciri 
scurrying hither and thither in 
the hope of escaping their gaze. 

And in turn, it's sent Geralt on 
a series of wild-goose chases, 
tracking down lead after lead, 
doing favor after favor, killing 
ghost-thing after god-beast in the vain 
hope of getting some solid information on 
her whereabouts. But it's not happening. 

Worse still, Ciri seems perfectly capable 
of looking after herself. As he follows her 


I trail, Geralt pieces together little chapters 
I of Ciri's recent history. And she's a delight, 

I cutting enemies to ribbons with ease, using 
I her Blink ability to turn invisible and teleport 
I behind every enemy in a group for one 
1 quick, uncontested kill after another. Then 
it's over and we're back with 
Geralt, chasing down another 
probably hopeless lead. Could 
we not just put our feet up in 
front of a campfire somewhere? 

Obviously not. There's a war 
on and the land is littered with 
men, beasts and ghosts up to 
no good. You needn't venture 
far from the critical path to 
realise Geralt 's skilled swords 
are very much in need, and 
we're only happy to oblige. 

Even after 100 hours and with 
the main story long since 
wrapped up, our quest log 
is still enormous. We're still 
finding people in need of help 
and ne'er-do-wells in need of 
a slit throat. Several chunks 
of this colossal land remain 
unexplored, the lack of icons 
on the world map taunting us, 
tempting us to pay them a visit. 

I There is an awful lot to do in The 
I Witcher 3, then, although the vast 
I majority of it follows the same template: 

I research, prepare, find and kill. You speak 
1 to the locals for leads on what you're ® 




I REVIEWER 
NATHAN BROWN 
Live Nate Dogg III 
@nathan_brown 

L THE KNOWLEDGE 
WHAT IS IT? 

A story-driven 
open-world RPG 
based on a series of 
Polish novels. 

WHAT'S IT LIKE? 

Slow to get going, 
but once it gets 
there? Great. 

WHO'S IT FOR? 

People bored of 
Ubisoftcollectathons 
and BTA's lack of real 
role-playing. 
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looking for and where it might be. You 
use Geralt's Witcher Senses to find 
and follow scents, blood trails and 
footsteps, highlighting containers to be 
looted for supplies and gear along the 
way. With the source of the problem 
identified, it's time to prepare the 
potions and oils to buff Geralt and his 
weapons for the task ahead. And then, 
finally, we fight. If you've done it right, 
it'll all be over quickly enough. 

And if you haven't, you've certainly 
got the tools to get out of trouble, with 
two swords (steel to use on humans, 
silver for everything else), a crossbow, 
throwable bombs and Signs - magical 
spells that can set an enemy on fire, 
freeze them on the spot or knock them 
down. When on the defensive, Geralt 
can dash or roll away from trouble, 
or squeeze the left trigger to block. 


So varied a toolset may suggest that 
aggression wins the day, but in fact 
The Witcher 3's combat rewards a 
considered approach. Enemies fight 
smartly and work together; they hang 
back, a couple circling round behind 
you, another retreating and pelting you 
with crossbow bolts. You can rush in 
and hope for the best, but healing is a 
matter of consuming potions and food 
to slowly refill your health bar; get into 
trouble and it's far from easy to get out 
of it. It's a smart, considered system 
that's a lot more involved than we've 
come to expect from this genre. 

It's also a welcome way of blowing 
off steam as you continue the 
increasingly frustrating search for 
Ciri. The quests themselves aren't 
the problem, but throughout you're 
increasingly aware that you are, in all 



I Artisan crafts 

While new gear can be bought, you have 
to craft the good stuff - and before you 
can do that, you need to find a diagram 
that shows the ingredients required, 
then find the materials. That means 
looting every corpse, chest and burlap 
sack you find, but your carry limit is 
,^‘ 5 , generous and can be upgraded. 


Noviqrod, 
the gome's 
largest city 
by 0 stretch, 
boasts drunks 
hurling in 
the streets. 
Lovely ! 


likelihood, working towards yet another 
dead end. Despite the urgency of it 
all, when Geralt does finally learn Ciri's 
location he spends the length of an 
average single-player game trekking 
across the continent to visit those he's 
helped out over the course of the story, 
drumming up support for the battle to 
come - and they'll only agree if you've 
polished off their individual questlines. 
Eventually, the pair are reunited - and 
the Wild Hunt aren't far behind. 


I Battle stars 

i The battle that follows is brilliant, a 
I rollicking set-piece with mountain- 
I sized spells, huge explosions and a 
i cracking pace that feels like it could 
i have come from a completely different 
i game. From here 77?e l/l//fcherJ kicks 
I up a gear or three: every mission has 
i a clear objective and a defined end as 
i Geralt and co make their preparations 
for the final showdown, and there are 
some unexpected shifts in both story 
and setting along the way. There were 
times in the first half of the game 
where we questioned whether it was 
all worth it; by the end we resented real 
life for getting in its way. 

While the main storyline might take 
1 a while to kick into life, its star is an 
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"By the game's end, we resented 
real life for getting in its way" 


almost total delight from very early 
on. Geralt takes some getting used to, 
admittedly - to the casual observer 
he can seem a little bland. He can be 
cold, certainly, but he's dryly funny 
when he wants to be, a steely-gazed 
killer when he needs to be and a 
far more emotionally complex figure 
than the badass on the boxart might 
suggest. He's clearly conflicted by Ciri's 
predicament and his feelings towards 
her, and his awkwardness around 
former lovers are deftly conveyed. It's 
a fine achievement in a genre that 


typically presents the player with a 
blank canvas. 

There's still plenty of scope for that, 
admittedly: choices are frequent and 
their consequences frequently brutal. 
There is no good or evil here - just 
dreadful and even worse - and many 
seemingly innocuous decisions can 
have immediate, quite disastrous 
outcomes. We tried to play as the good 
guy, for the most part, but even that 
couldn't stop one mid-game liaison 
from - well, you'll find that out for 
yourself soon enough. 


Iqni, the 
fire Sign, 
can be 
upgraded to 
burn through 
armor . 


I As well as The Witcher J's parts 
i work, an open-world game is, as the 
i name suggests, only as good as its 
i world - and the Northern Kingdoms 
I are among the very best. There is a 
i tremendous amount to do, but it is 
I smartly spread out. There's plenty 
i of room for you to breathe, to stop 
I and marvel at the foliage buffeted by 
i the wind, the sun peeping through a 
I canopy of trees as it begins to set. 
i No flashing icons or text pop-ups 
i desperately trying to keep you busy; 

I just you, your horse, your sword and a 
i map. What happens next is up to you. 

It's by no means flawless, but The 
\ Witcher J is a remarkable, if uneven, 
i adventure that we'll be dipping into for 
i months to come. Now if you'll excuse us, 
i a Griffin's been terrorizing a local village 
1 and it's hardly going to kill itself. OXM 


■ The OXM Verdict 


COOLEST CHARACTER 


THE RIVALS 



EMHYRVAR EMREIS 

Casting the emperor 
was an easy job for 
CD Projekt RED. Write 
Charles Dance a 
big check; ask for 
Tywin Lannister. 
Hatefully effective. 


THE ELDER SCROLLS V: SKYRIM 


READ DEAD REDEMPTION 
DRAGON AGE: INQUISITION 


[y 


COMPLETION 

CLOCK 



OVERALL 

A slow start suggests CDP 
has struggled to fill this 
colossal, gorgeous open 
world with meaningful 
things to do, but once the 
faff's out of the way this hits 
its stride in some style. 
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Off-screen projectiles are shown in small bubbles flying 
towards your position, letting you mentally prepare to dodge. 




RICHARD STANTON 
Live Private 
(5)richstanton 


II THE KNOWLED^ 


WHAT IS IT? 

A roguelike castle 
explorer that allows 
you to upgrade 
between lives, and 
eventually lead your 
dynasty to victory. 

WHAT'S IT LIKE? 

A Castlevania- 
flavoured Spelunky, 
but cuter than 
the first and less 
punishing than 
the last. 

WHO'S IT FOR? 

Those who enjoy 
deep, challenging, 
replayable games. 


ROGUE LEGACY 

A Castlevania mix-and-match, natch 


R ogue Legacy is a blend of 
influences that could have 
gone wrong. On one side is 
the Metroidvania genre - 
2D platformers with large 
explorable environments and a steady 
sense of progression. On the other is 
the rogue genre - punishing, randomly 
generated worlds where each death 
means a complete fresh start. Rogue 
Legacy doesn't just make these 
contradicting designs work - it excels 
at knitting them together. 

The game is set in a castle of 
ever-moving parts that changes for 
each playthrough, and you control 
a heroic adventurer who explores 
as far as possible before dying. The 
sword combat is simple, with your 
character having only a forward swing 
and downward poke, but it is also 
precise and constructed around how 
enemies move - neon skulls, flame- 


T hooved horses and other vicious 
I phantasmagoria can't wait to swarm 
I any careless player. 

Enemies are not the kind of thing 
I that, individually, give you much 
I trouble. But every room has multiple 
i varieties in randomized layouts and, if 
I you're being targeted by three different 
I types of ability at once, getting close 
I enough to attack is more difficult than 
I landing the hit. This is helped by a 
i range of randomized spells that can 
i take out enemies at a distance and 
I from various angles, but a tight pool 
i of mana (initially at least) makes this a 
I rare extravagance rather than a crutch. 

No matter how good you are, the 
I adventurer will eventually fall. But 
i death is not the end, it's the passing 
I of the torch to a new generation. Your 
i current hero's progress is totted up and 
I their gold plus any special runes or 
1 blueprints they've found are passed on 


to the next in line. You've a choice of 
three heirs with which to start over, in 
a newly randomized castle, and before 
entering have to spend all the money or 
lose it - meaning you can't just save up 
for upgrades, but must earn them. 

Another great touch is that each 
of your kids will be different classes 
- everything from Mages that siphon 
mana from enemies to fast-moving 
Shinobi and valiant Barbarians. On top 
of this they have different attributes - 
dwarfism makes your sprite small, while 
some swear copiously upon taking a hit 
or can only see the castle through the 
sepia-tinted lens of nostalgia. 

The idea of controlling heirs could 
have been cosmetic but here it's 
crucial - a new generation featuring a 
damage-dealing Hokage with dwarfism 
and no sensation in his or her feet (so 
spikes don't hurt) is the dream ticket. 

This is how Rogue Legacy so 
brilliantly blends two disparate genres. 
Roguelikes depend on the player 
mastering their systems, and being 
resourceful in bad situations. But by 
introducing elements of persistence 
these core principles are kept, 
while also allowing lots of otherwise 
unsuccessful runs to have some 
tangible value. It's basically a family 
heirloom system, so all the gold and 
new equipment and upgrades are 


-# 

■i. ufj 


I Fairy fairy quite contrary 

Rogue Legacy's runes and blueprints, 
which are how you obtain permanent 
abilities and armor, are often found in 
Fairy Chests. The rooms containing them 
have certain conditions which you get 
one chance to fulfil. These treasures are 
another key reason why the architect's 
skills are such a good addition. 
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The vampire armour set reduces your character's overall health 
sharply, but allows them to restore HP with each hit. 



1 

■ 

^ 1 

REVIEW 



•• 

i 

1 

There are four themed areas of 
the castle, which are always to be 
found in a specific direction. 




passed on to the kids. The core game 
keeps changing, but your big and little 
achievements stay permanent. 

Rogue Legacy makes this work so 
well by scaling in difficulty to adapt 
to your increasingly buff adventurers, 
who 'level up' as you improve abilities 
with gold. The incremental stat boosts, 
fancy gear and ability-granting runes 
are amazing, but soon the room layouts 
become larger and more challenging 
alongside more and tougher enemies. 
So as you improve your chances, the 
game not only sustains the challenge 
but in some ways increases it. 

One last touch ties everything 
together. Fairly early on an architect 
turns up outside the castle entrance, 
and in return for ^0% of your winnings 
will let you keep the previous layout 
of the castle - rather than having it 
randomized. The financial sacrifice 
means you don't do this lightly, but it's 


■ The OXM Verdict 

PROS/CONS 


✓ Different every 
time, always great 

✓ Persistent 
structure is amazing 

✓ A big challenge 
served in bite- 
sized chunks 


H No bells or 
whistles on the port 

H Switching armor 
sets between runs 
is a pain 

H Some spells are 
better than others 


"The core game keeps changing but 
your achievements are permanent" 


an incredible relief when you finally 
ferret out a boss or a challenge chest 
and are able to have multiple attempts 
in return for a piece of the reward. 

By offering what is basically a retry 
button, the game takes another risk - 
after all, if a roguelike can't kick you in 
the teeth, what can? It works because, 
even though you can practise, it allows 
the designers to make each boss 
especially fiendish and deserving of 
multiple failed attempts before victory. 

This is a gentle entry point into some 
of gaming's most forbidding mechanics. 
It's perhaps easier to complete than 
your average roguelike, which is no bad 


thing, because the persistent structure 
means it's also kinder. The average run 
is shorter than a Spelunky run, but the 
persistent structure means it can count. 

Rogue Legacy seems unassuming, 
but it breaks the rules of its 
inspirations to bring them together 
in a way that works. It has challenge 
and variety, but it's also forgiving of 
mistakes and allows the toughest 
challenges to be repeated. The game's 
castle seems so crackable, and yet 
puts up such resistance. Which is why 
it soon becomes an obsession. Rogue 
Legacy \s a different game every time. 
And all of them are great. OXM 


THE BEST BIT 



When you finally, after ten attempts, nail a 
boss that's basically genocided your family. 


COMPLETION 

CLOCK 



OVERALL 

This mixes up genres and, 
through some inspired 
design choices, brings out 
the best in both of them. A 
deep and challenging game 
designed for small sessions 
and maximum satisfaction. 


The scattered 
journal pages 
of a long- 
forgotten 
prince can 
be found 
throughout 
your journey, 
containing 
both narrative 
exposition and 
clever hints. 
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Not pictured: the agonizingly slow and frustrating 
death that immediately followed this moment. 




Sure, it looks 
exciting. But 
what you don't 
realize is, 
these screens 
ore running at 
actual speed. 



■ PUBLISHER OPQAM / DEVELOPER OPQAM / FORMAT XBOX ONE / RELEASE DATE OUT NOW 



ALEX DALE 

Live ChocoboOfDoom 

(5)SporadicDaler 


THE KNOWLEDGE 


WHAT IS IT? 

Free-roaming(ish) 
top-down shooter, 
reminiscent of EA's 
classic Sfr/Zce series. 
WHAT'S IT LIKE? 
Sluggish and 
unsatisfying. There's 
no pop or fizz to 
anything. 

WHO'S IT FOR? 

An excellent 
question. 
Guantanamo Bay, 
possibly. 


PROJECT ROOT 

The root of all evil 


F or my sins I love a good old- 
fashioned shoot-'em-up, so I 
was secretly a little excited to 
download Project Root. That 
I immediately wanted to stop 
playing about five seconds into the 
tutorial should speak volumes about 
how badly wrong it gets everything. 

It's too slow, for starters - your 
plane flutters through the air at such a 
speed that you'd assume it was being 
pushed along by the beak of a passing 
pigeon. All the while, enemies swarm 
around in a muddled fashion, spraying 
bullets with gun turrets so tame you 
could give them away to kids. 

If only the lack of thrills and spills 
were Project Root's only problem. Any 


lingering potential it might have held as 
a theraputic time-waster is smushed 
underfoot by a framework designed to 
frustrate and annoy. Like EA's Desert 
Strike series, this is a multi-directional 
shooter taking place inside a succession 
of vast arenas. Within these, you have to 
perform a succession of tasks, that are 
usually along the lines of 'shoot this' or 
'destroy that'. None of the sub-missions 
are taxing, in and of themselves, but 
each stage features too many of them 
and there's no checkpointing - so 
when you fail, it's usually death by 
a thousand cuts, as impotent crafts 
slowly chip away at your health bar. 

Between stages. Project Root has a 
system where you trade XP points for 


ship upgrades, which it imposes with 
an iron fist. If you don't keep on top 
of the upgrades, you'll find yourself 
gradually drowning as levels become 
increasingly impossible. Instead of 
making your ship more fun to pilot, 
you're just joylessly grinding so to keep 
up with the enemy Joneses. By the time 
you've spent all the upgrade points, 
you're left with something approaching 
the kind of speed and firepower 
needed to star in an exciting shoot- 
'em-up - but by then it's far too late. 

Xbox One isn't exactly awash with 
shoot-'em-ups, but even so there is 
little to recommend Project Root. It's 
slothful, tepid and utterly devoid of 
verve or inspiration. OXM 


■The OXM Verdict 

PRO TIP 



Enemies on the ground can only be harmed 
by your secondary weapon. 


KEY INFLUENCES 


0 I 0 0 


60% Desert Strike 
30% Axelay 
10% Satan 


DID YOU 
KNOW? 


9 The first 
shoot-'em- 
up to feature 
■ scrolling 
was Williams 
Electronics' 1981 
arcade game 
Defender. 


OVERALL 
A plodding shooter with 
levels that drag for eons, 
and stingy checkpointing 
that makes them dull 
battles of attrition. One of 
the least exciting shoot- 
'em-ups I've ever played. 
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Abandoned buildings like this are all over the 
planet. Don't expect to explore them much, mind. 



REVIEW 


"'Wind? Who 
cores, we'll 
be fi- ARGGH! 
SPACE WIND!" 




TOM STONE 

Live OXM Tom Stone 

@Thetomstrange 


II THE KNOWLEDGE 


WHAT IS IT? 

A solitary space 
adventure where 
you explore a lifeless 
planet. OR IS IT? Etc. 

WHAT'S IT LIKE? 

Sci-fi movies such 
as Solaris but with 
worse writing and 
dullgameplay. 

WHO'S IT FOR? 

People who find 
Alien: Isolation a bit 
too scary. 


UFELESS PUNET 


hear your gentle sobs of disappointment 


In spaoe, no one can 

C ommander, we pray you get 
this message. Our ship is lost, 
and so are we. We shot for the 
stars, dreaming of incredible 
new-gen space adventures 
like Alien: Isolation. Alas, we fear we 
are adrift in a much cheaper, lazily 
ported part of the galaxy. You promised 
our mission would be to become an 
astronaut exploring a lifeless planet. 

We look more like a toy spaceman, 
location scouting for a particularly low- 
budget episode of Doctor Who. 

This initially open-looking world 
blocked us in with linear design 
and frequent dead ends, mocking 
our attempts at exploration. There's 
frequent unintentional backtracking, 
because the planet looks so 


consistently bland that it's hard to tell 
which dull expanse of orange rock you 
came from and which dull expanse of 
orange you are heading to. 

It's not all open vistas, but often 
you'll wish it were. Power stations 
and research facilities are boring to 
explore on Earth - why would we want 
to trudge through them in space? Later 
hot springs and volcanic locales inject 
some much-needed variety, but there's 
nothing here that captures the wonder 
of exploring the unknown. 

That jetpack you lovingly packed us? 
Nothing more than a weak double- 
jump, probably included to make up for 
stiff controls that make platforming a 
chore. Oh, and that mechanical arm you 
gave us. Commander? It's used solely 


for solving complex head-scratchers 
like 'put the rock in the hole'. 15 years 
of training at NASA for this? 

There is mild fun in seeing what 
comes next, and we would have been 
able to look past a lot in exchange for 
a good story. Our hopes were high after 
a strong opening, but shoddy writing 
and patronizing narration leave nothing 
to the imagination. Logs can be a good 
way of fleshing out a world, but these 
are so overloaded with exposition they 
soon suck out all the mystery. 

Oxygen levels... critical! Spacesuit... 
failing! Commander, please tell our 
wives and children that we love them, 
and that we will always cherish... 
actually, scrap that. Just tell them not 
to buy Lifeless Planet. OXM 


■ The OXM 

THE BEST BIT 


Verdict 

1 THE WORST BIT 




Wondering what happened on the planet 
We won't spoil it, but the game will. 




We love a bit of backstory, but these logs 
should come with 'SPOILER ALERT' on the top. 
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Remember those difficulty spikes we mentioned? 
Our new friend here will help you remember. 




TOM STONE 

Live OXM Tom Stone 

(5)TheTomStrange 


II THE KNOWLED^ 


WHAT IS IT? 

'^Os-set prequel to 
last years excellent 
The New Order. 

WHAT'S IT LIKE? 

More New Orc/erfor 
better and for worse. 
WHO'S IT FOR? 

People desperate 
for more Blaskowicz 
action, in a less- 
interesting setting. 


WOLFENSTEIN: 

THE OLD BLOOD 

At last! A return to the series' less-interesting past! 


L ast summer we fought Nazis 
on the Moon. We still impress 
people with that fact at parties, 
right up until they realise we're 
talking about a videogame. But 
what a videogame! 201A's Wolfenstein: 
The New Order was a globetrotting - 
and occasionally globe-leaving - tour 
de force. It used its fantastical premise 
(what if the Nazis won World War II? And 
had robot technology?) - to take us 
anywhere it damn well liked. 

So a return to Castle Wolfenstein 
had us worried, and not just because 
the occult-obsessed Nazis are still 
running the shop. Once you've seen 
one tapestry/turret/dining hall you've 
seen them all, and focusing on the 


iconic doom fortress was bound to get 
samey. Luckily, Machine Games knows 
the fight for freedom should feel free, 
and The Old Blood flourishes most when 
it breaks out of the castle walls. An 
escape takes in breathtaking mountain 
views, a German village practically 
glows in the setting sun, and even 
catacombs have a welcome Indiana 
Jones vibe. You bring a gun to fight this 
war; you'll wish you'd brought a camera. 

Your guns might not connect to 
Instagram, but there's little else to 
complain about. Rifles shoot crossbow 
bolts, dual shotgun blasts send Reich 
limbs flying Reich off and a handgun 
that fires out grenades is an early 
contender for new weapon of the year. 


The returning perks system offers 
rewards to those who try different 
weapons and techniques - a clever 
way to encourage you to mix up your 
play style. The majority of the guns 
have a satisfying kick to each shot (or 
at least a satisfying blood splatter or 
limb removal) that keeps shooting fun, 
if not fresh, throughout the campaign. 

Stealth takes more of a priority this 
time, too, with a compelling opening 
act that relies on perfectly timed 
sneaking to avoid hulking super- 
grunts. Action junkies may find the 
initial powerlessness infuriating, but 
this is still a shooter at heart. For us, 
the time spent clutching a humble 
crowbar made the moments when you 
get your mitts on the big guns sweeter, 
especially when we got some petty 
revenge on those super-soldiers. 

Later levels let you choose whether 
to take the stealth route, slowly taking 
out everyone from Naz-A to Naz-Z, or 
going in all guns blazing screaming 
about apple pie and the American way. 
This freedom is a feature many modern 
action titles promise but few deliver 
this well - even if it isn't always 



' I Lizenz zum Toten ? 

We'd love to see Machine Games 
given another series in desperate 
need of a reboot. The studio creates 
villains that are hammy, but always a 
threat. It can pull off action, suspense 
and still take the time to make us 
laugh. Just imagine what it could do 
with the Bond license... 
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"This almost feels like the game 
we should have gotten first" 


clear which method is best. These 
moments of confusion, along with the 
odd difficulty spike, force you into 
trial-and-error runs, which can get 
frustrating. It's rewarding but tough, 
even on lower difficulties. 

To Helga and back 

There's not a dud in the bunch of The 
Old Blood's cast either. Blazkowicz is 
once again an endearing lead, and your 
allies are easy to warm to, too, showing 
remarkable wit and compassion in 
the face of evil. New villain Helga von 
Schabbs is an inspired addition, never 
letting her mad search for mystical 
power distract her from recommending 
a good wine. She also has a great eye 


for put downs - any game that features 
the line, "You toe-sucking coward!" 
should win the gaming equivalent of the 
Booker Prize. Just like The New Order, 
that high quality of writing includes the 
letters and diary entries you find, even if 
there is a bit more exposition this time. 

But sadly, 'just like The New Order is 
a sentence we could've used in every 
paragraph of this review. Well told as 
the story is, it's also a very familiar 
one. It's rare a game makes us wish 
the Nazis had won the war, but without 
that concept. Machine Games struggles 
to spin an original yarn. Too often 
it relies on cliches and tropes that 
would've got groans out of us in the 
original Wolfenstein, let alone in 2015. 


Not 

recommended 
for pet 
owners . 
Especially 
if your pets 
ore Nazis. 


I Nazi Zombies? Seriously? After South 
\ Park: The Stick of Truth? Drop and give 
I me 20, character designers. 

Those powerful guns? Still great, 
i but few are new. That perks system? 
i Still smart, but the same as last year. 

I Terrifying face-offs with Nazi leaders 
I as you bluff your allegiance to the Third 
i Reich? Still tense, but there's nothing 
I here that beats the original's 'purity 
i test' sequence with Frau Engel. 

This almost feels like the game we 
i should've gotten first. An introduction 
i to Machine Games' confident vision 
i for Wolfenstein before their more 
I ambitious New Order truly wowed us. 
i But 77?e /VewOrc/er was a great game 
i that needed no introduction, especially 
I a whole year after winning us over. The 
I Old Blood is still a great first-person 
i shooter, but a once-winning cliche 
i cocktail is starting to look cloudy, and 
i when 'ideas' like Nazi zombies start 
I to shamble from the crypt, you might 
1 wonder if it's beginning to curdle. OXM 


■ The OXM Verdict 


THE BEST BIT 

These mechanical 
super-soldiers can 
take one hell of a 
beating, but dual 
shotgun fire usually 
does the trick. Cue 
a deep sense of 
smug satisfaction. 


THE WORST BIT 



Not even setting them on fire can make 
zombies interesting any more. 




#(g)0XM 


THE OFFICIAL XBOX MAGAZINE / 71 







Shovel Knight is that rarest of things in 
2015 - a flick-screen platformer. 



I PUBLISHER YACHT CLUB GAMES / DEVELOPER YACHT CLUB GAMES / FORMAT XBOX ONE / RELEASE DATE OUT NOW 



ALEX DALE 

Live ChocoboOfDoom 

(5)SporadicDaler 


II THE KNOWLED^ 


WHAT IS IT? 

Retro-styled 
platformer that draws 
influence from a 
range of NES games. 
WHAT'S IT LIKE? 
Fantastic - captures 
the essence of '90s 
gaming, but in a 
quintessentially 
modern way. 

WHO'S IT FOR? 

People who like to 
play NES emulators, 
but get frustrated 
after five minutes. 


SHOVEL KNIGHT 

Retro dig-'em-up now comes with added toad in the hole 


P latform heroes have followed 
the same evolutionary path 
as sports stars, it seems. 

The stodgy, chain-smoking 
wheezers that dominated 
the scene 30 years ago have been 
displaced by a new breed of nutritionally 
aware, kale-slurping super-athletes. 
Modern platformers built around modern 
controllers are all about freedom and 
elegance of movement, and its heroes 
have evolved to fit that mold - it's 
out with tubby plumbers; in with wiry, 
aerodynamic gymnasts like Ori. 

But Shovel Knight was clearly on a 
smoke break when they were handing 
out that particular memo. A rigid, 
immobile clunker of an avatar, he is 
a hero as defiantly old-school as the 
game he stars in. But that's what sets 
Shovel Knight apart from the pack. 
Retro-styled platformers are in fashion 
at the moment, but while devs find it 


easy to ape the big pixels and chiptune 
sounds of the 8-bit era, I find they often 
struggle to capture their spirit. That's 
not the case with Yacht Club Games' 
debut offering. It's a cement-hard 
platformer that celebrates the beauty 
of technical limitations; not just how 
they can be used to create a charming 
aesthetic, but how they can be used 
to craft a more focused platformer that 
instills discipline into the player. 

And so, while other platformers give 
quick-witted players the tools they need 
to rectify mistakes during mid-flight. 
Shovel Knight demands you don't make 
them in the first place. Our inflexible 
friend is governed by a series of strict 
rules - if he gets hit, he flies backward 
in an arc. If he uses his weapon (spoiler: 
it's a shovel), he stumbles backwards. 
In a landscape where platforming 
real estate is scarce - and where 
tumbling down a pit means instant 


death - understanding these rules, and 
taking them into account before taking 
action, is of the utmost importance. 

Especially when later stages task you 
with chaining death-defying sequences 
in a single take - gauntlet runs that 
take you from platform to crumbling 
platform, punctuated by breathless 
moments where you use your shovel 
as a pogo stick to bounce off a moving 
target to clear a gap. It's a ruggedly 
old-school platforming challenge that 
refuses to pull its punches. But while 
it clearly takes inspiration from the 
NES era, it sidesteps the frustrations 
that plague its source materials by 
modernizing in all the right areas. 

What a banker 

The most effective change is the 
decision to shift your focus from the 
lives counter to your bank account. 
Shovel Knight is, first and foremost, 
a game about gathering loot. It's the 
main reason our hero carries a shovel 
around (other than whopping people 
around the face with it); he can use it 
to dig up dirt piles scattered around 
the level for jewels, and platforms are 
layered in such a way to tempt you into 
straying into danger on the promise of 
additional riches. And the reason you'll 
take that risk? Because loot is the 
answer to all your platforming woes. 




I Toad mode 



You unlock the Xbox-excluslve 
Battletoads stage in typically cryptic 
8-bit fashion - by uncovering a secret 
path hidden deep within the Halls of 
Champions. Sadly, it's the weakest 
stage of the game. A fun swinging battle 
makes way for an infuriating jet bike 
section with insta-death galore. 
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Like in Mega 
Man, each of 
the bosses 
has 0 name 
that defines 
them. Here, 
we've just 
sent 'Mole 
Knight' 
packing . 



"Platforms are layered in such a 
way as to tempt you into danger" 


Between stages, there are village 
hubs where you can spend your cash 
on beefing up your character. Finding 
a boss too hard? Pay a gourmet chef a 
visit, and he'll cook you up an extra life. 
Stuck on a vicious platforming section? 
Purchase an additional skill that'll gift 
you three seconds of invulnerability on 
demand. And if you're struggling to get 
to grips with the aforementioned rules? 
Well, a visit to the armory gives you 
the opportunity to craft a new suit that 
shakes them up - for instance, the Mail 
of Momentum stops you from falling 
backwards when you collide with an 
enemy. Which is great! But it comes at 
the expense of your brakes. 

It's a progression system that brings 
to mind another NFS series - Mega 
Man, and the way you could 'steal' 
powers from defeated bosses. In that 
sense, the Mega Man games had the 
illusion of being freeform, as you could 


hypothetically tackle the levels in any 
order you wished, but in reality the 
levels were designed to be completed 
in one particular order. 

Shovel Knight, despite its more linear 
structure, makes good on Mega Man's 
promise 25 years late, giving you the 
chance to identify shortfalls in your 
playing style and rectify them. Tying it 
to your finances proves a very modern 
way to build tension; you have unlimited 
lives, and levels are split into five 
checkpointed areas - generous enough 
to ensure that dying alone doesn't 
cause distress. But every time you die, 
you drop three bags of cash, which 


then need to be collected on the next 
run or are lost forever. It's a brilliant 
system, and really helps to keep your 
focus. Even more so when you realize 
checkpoints can be destroyed for extra 
riches. You wouldn't dare, would you? 

That's probably what Shovel Knight 
captures most keenly from the 8-bit era 

- a streak of experimental mischief. But 
Shovel Knight's triumph is that it doesn't 
just use its shovel to dig up new ideas 

- it plants the seeds of new ones, too, 
creating a platformer that is far superior 
to those that it draws influence from, and 
one that can stand tall even in today's 
landscape of wiry super-athletes. OXM 


Horrendous 
moving 
platforms 
and deadly 
cogs are the 
order of the 
day in the 
Clockwork 
Tower. 


■ The OXM Verdict 

THE WORST BIT 



It's not always clear which pits are 
bottomless and which are not. 


WHAT HAPPENS 
NEXT? 

Shovel 
Knight: A 
Plague of 
■ Shadows, a 
free update that'll 
let you play as 
teeth-gnashing 
boss Plague Knight. 


DID YOU 
KNOW? 

Yacht Club 
Games was 
formed 
■ by former 
WayForward 
employees - known 
for making retro 
titles like Contra A. 




COMPLETION 

CLOCK 



OVERALL 

An adventure that seemingly 
trades only on nostalgia 
soon begins bartering for 
your undivided attention. 

A gripping platformer that 
cajoles you into performing 
amazing feats of dexterity. 
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These sedentary scumbags recalibrate your position every two sections 
and ping o huge bullet your way. Take them out as a matter of priority. 




ALEX DALE 

Live ChocoboOfDoom 

(5)SporadicDaler 


II THE KNOWLED^ 


WHAT IS IT? 

Pastel-hued arena 
shooter where you're 
burdened with a 
stubby little gun. 

WHAT'S IT LIKE? 

Occasionally 
breathtaking - but 
clouded visuals 
make score-chasing 
frustrating. 

WHO'S IT FOR? 

People who liked 
Space Giraffe 
but didn't really 
understand why it 
was good. 


WE ARE DOOMED 

Doomed by its own beauty 


S hoot-'em-ups are defined 
by the amount of space 
they give you, and We Are 
Doomed gives you almost 
none at all. The action takes 
place in a claustrophobic rectangular 
grid populated entirely by enemies 
who have approximately as much 
understanding of the concept of 
'personal space' as a Facehugger. 

Jellyfish who amble randomly around 
the playing area are about as good as 
it gets - almost everything else makes 
it their life's work to home in on your 
position at varying rates of aggression. 

Not stressful enough for you? There 
are also indestructible turrets that 
periodically pop up and fire a wall of 
pure laser death across the entire 
screen, forcing you to alternately shift 
from the left-hand side of the playing 


field to the right until they take a hike. 
Also, your only weapon is a short-range 
flamethrower that extends just a few 
weedy inches from your ship, meaning 
you have to tackle problems head-on. 

You'll grow to resent your weapon's 
shortcomings, but it also makes the 
game. Think of it as a shooter with 
only melee attacks enabled - once 
you've identified your next target, you 
have to weave your ship through a sea 
of clingy, low-threat enemies, arrive 
at their location and dispatch them 
manually. And you can't just point 
your flamethrower in one direction and 
plough onward - when its flames hit 
an enemy, their range is stunted for a 
split-second, allowing his pals to move 
in for the kill. It's a simple design twist 
that, in turn, adds around a dozen more 
convoluted turns to your journey. 


I've played so many uninspired 
Robotron clones over the years that any 
arena shooter prepared to hang its hat 
on something new gets a lot of time 
from me. We Are Doomed's premise of 
shortening the distance of engagement 
is a novel one - and one that gives the 
action a panicky tempo that, at its very 
best, is irresistibly frantic. 

Unfortunately, the visual style isn't 
so well thought-out. This type of 
game has two options open to it - the 
minimalism of, say. Geometry Wars, so 
players can pick out what's happening 
on the field at a glance, or breaking 
players' freaking eyes with psychedelic 
mayhem. We Are Doomed goes down the 
latter route, with a vivid, searing palette. 
It's a poor fit for a game in which 
success relies so heavily on clarity of 
thought and decisiveness of action. OXM 


■The OXM Verdict 


OBJECT OF DESIRE 


THE RIVALS 



SUPERBEAM 

Collect enough 
trinkets and 
you'll unlock 
this energy 
beam that cuts 
like a hot knife 
through cake. 


GEOMETRY WARS 3 0 


|j LARA CROFTS THE TEMPLE OF OSIRIS^ 


PROJECT ROOT Q 


COMPLETION 

CLOCK 



OVERALL 

Shortening the range of the 
weapon is a novel twist on 
the formula, but overzealous 
visual and sound effects 
actively work against 
the game mechanics and 
manufacture frustration. 
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Bike controls 
are so wobbly, 
we can't blame 
Mr Tracksuit 
here for 
losing the 
will to try . 








- 


■ PUBLISHER DOUBLE ELEVEN / DEVELOPER DOUBLE ELEVEN / FORMAT XBOX ONE / RELEASE DATE OUT NOW 



You might think 


this looks 

fun. But you'd 


be kidding 
yourself. ■ 



TOM STONE 

Live OXM Tom Stone 

(5)thetomstrange 


II THE KNOWLEDGE 


WHAT IS IT? 

A woefully unfaithful 
portrayal of 
everyone's least- 
favorite farm animal. 

WHAT'S IT LIKE? 

Playing Pro Skater, 
but with fewer 
tricks and unreliable 
controls. 

WHO'S IT FOR? 

People longing for 
a super-powered 
goat game. That 
isn't good. 


GOAT SIMULATOR 

A load of Billy Goat Guff 


eady! Steady! Goat\' Seriously, 
Double Eleven? That's the best 
you could do? It didn't be- 
hoove you to ram your game 
full of goat puns and wordplay? 
You didn't m/7/cthat opportunity, grab it 
by the horns? How are we supposed to 
have a good time when you're showing 
such a graff attitude? 

Playing a goat, you explore small 
towns - causing destruction and 
wishing there was more to do. There 
is some fun to be had in throwing your 
goat on trampolines and trying the tiny 
amount of tricks, but exploring and 
wreaking havoc simply isn't enjoyable 
with controls this rigid. Interacting 
with most of the world consists of just 


running into things until they fall over 
or explode. It gets old fast, which isn't 
helped by how disturbing it is to play. 

See, you're not playing a standard, 
run-of-the-farm goat here. You can 
shoot your freakishly long tongue 
onto objects, letting you fling them 
about. Not exactly pleasant to watch. 
Fighting results in a goat with less 
fur, leaving fleshy patches for you to 
enjoy - a bit like Batman's gradually 
degrading clothes in Arkham City, 
except disgusting. Even if you find this 
hysterical (we didn't], do you really 
want to blow $10 on a one-joke game? 

Because you're not getting a lot of 
goat for your groat. There's a high- 
score tracker, but it resets when 



you try events. Time trials give you 
60 seconds to accrue points, but 
you have to quit to the main menu to 
see the online leaderboards. Racing 
is even worse, with no Al rivals to 
compete against and poorly laid-out 
checkpoints. This could've been 
improved for Xbox, had the developer 
actually put some effort in. 

But Double Eleven sounds almost 
proud of the laziness of this PC-to- 
Xbox port, proudly stating that, "We're 
only eliminating the crash-bugs; 
everything else is hilarious." It isn't. 

If you want hilarious, play Saints Row 
IV. If you want to waste your money 
on a game that barely inspired a smile 
from us, buy Goat Simulator. OXM 


■ The OXM Verdict 


PROS/CONS 


THE WORST BIT 


✓ Trampolining 
is fun 

✓ You get to play 
as a goat 

✓ There's nothing 
else out there 
like it... 


tt ...mainly 
because it's 
absolute trash 

H Full of glitches 
and bugs 

tt There's not nearly 
enough to do 



Did we need to see a goat's tongue 
stretched out? No, we really didn't. 


DID YOU 
KNOW? 


9 Goats were 
the first 
animals used 
■ for their 
milk by humans 
and they were the 
first domesticated 
animal. Fascinating! 


OVERALL 

So terrible we can't even 
bring ourselves to describe 
it as 'baaad'- and we were 
really looking forward to 
that. You'd get better value 
for money feeding bank 
notes to a real goat. 
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Attempting the Nordschleife in the rain with all the 
assists switched off will almost certainly end in tears. 



M. PROJECT CARS 

Here after all the delays... but perhaps needed one more 

JUSTIN TOWELL 


Live CatGoneCrazy 
(5)catgonecrazy 


II THE KNOWLED^ 


WHAT IS IT? 

A crowd-funded and 
community-designed 
hardcore racing 
simulation. 

WHAT'S IT LIKE? 

ForzaS, only with 
weather, damage and 
more upended cars. 

WHO'S IT FOR? 

The kind of racing- 
game fan who 
consciously chooses 
manual gears. 


C atch Project CARS on the right 
track at the right time of day 
and it may as well be real 
life. The effect isn't fleeting, 
either. You can go whole races 
thinking, 'I can't believe how good this 
is' as 30 beautifully modeled cars race 
around in full HD and at more or less 
60fps. Then you switch to the helmet 
cam and gawp even more as depth-of- 
field effects combine with look-to-apex 
camera shifts to make it look and feel 
exactly like you're participating in a 
track day. It's superlative. If these 
moments of sheer racing bliss could 
last for the entire game, we'd have an 
instant classic on our hands. But, sadly, 
not everything is up to that standard. 

For starters, races can get very 
messy. Fallible opponents are usually 
welcome in a racing game, but they 


■enjoyment 0' METER 


WORLD CHAMP 

Look at all the 
choices! 

\ . 

/ 


Podium 

finish! 

FASTEST LAP 

i 

OMG, 

helmet 

cam! 


/ 

YELLOW FLAGS 




Watching 

accelerated 

weather. 

FLAT TIRE 

‘V.. One race to 
try during 
the install. 

20th retry at 
Snetterton lor 
qualified last).'^ 



HOURS 0 

1 

2 

3 




don't have to be quite so clumsy. The 
first corner is regularly the scene of 
some humongous crashes (especially 
in open-wheelers), without any 
encouragement from you. It's funny 
the first few times, especially as it's 
quite rare these days to see flipping 
monocoques and loose wheels bouncing 
down the track, but it's soul-destroying 
to have to restart for the twentieth time 
because of yet another Al roadblock. 

Under qualified 

Amazingly, mega-accidents even 
happen in qualifying. Being told over 
the radio to warm up the tires is not 
just a token suggestion - you really 
need to warm up your tires. In every 
session bar the races themselves, they 
start out ice-box cold. Subsequently, 
the level of traction is akin to trying 
to drive on a buttered ice rink. But the 
Al drivers seem to have no such grip 
problems, zooming round at racing 
speeds. And if you're unlucky enough 
to be in the way, they will often smash 
you onto your roof. 

Getting shunted by other drivers 
from behind also quickly becomes a 
recurring theme, even in races. You 
do learn to avoid it, but as there's no 
Codemasters-style rewind feature on 
offer here, when it does happen, you'll 
be cursing at the TV. 


The game is hard enough without 
mobile hazards to contend with. Some 
disciplines are easier than others, 
certainly, but - stability assists on or 
off - you always need to drive the car 
like it's a real vehicle. A single wheel out 
of line on the exit of a corner will usually 
mean a spin, a crash, bent wishbones, 
last place and yet another pause- 
restart-yes cycle. You can turn off the 
damage, but you'd be missing the point 
if you did. It's a sim, not a coin-op. 

Indeed, just when it feels too 
punishing, the pain of learning how to 
coax the best from the car and carry 
your speed through the turns is turned 
into air-punching glory when you finally 
stick yourself on pole and convert all 
the work into a win. This special kind 
of gratification is the whole reason the 
game's crowd-funding went ahead in 
the first place - some people out there 
have longed for a console racer this 
serious for literally decades. 

Ironically, perhaps waiting a few 
months longer might have been wise, 
as there are several issues that surely 
only needed a little more time to iron 
out. Ludicrous default control mapping 
for manual gears leads you all the way 
out of the game and back to the main 
options menu, where you'll spend 
ten minutes trying to work out which 
controls must be assigned in order to 
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exit the remapping screen. It's basic 
user experience stuff such as the way 
it default-highlights 'abandon season' 
between career races. Crazy. 

Then there are the bugs. In a game 
this ambitious, it's no surprise to see 
some blemishes, but when the Al 
takes over control during a pit stop 
and calmly drives into a clearly visible 
wall, it's hard to excuse. Flickery on- 
board cameras in replays, wheels and 
bodywork not always being replaced 
during playback and even a full-blown 
crash-to-dashboard bug were just 
some of the issues that surfaced in our 
retail, 'day-one patched' version. 

Minor scrapes 

Crucially, while some of the shine is 
clearly tarnished by these maddening 
imperfections, they are small enough 
and far enough apart that they don't 
completely spoil the game. And for 


"Some people have longed for a 
racer this serious for decades" 


every frustrating element there's an 
equally obvious reason to rejoice. 
Reasons like everything being unlocked 
from the start, allowing you to jump into 
any discipline as soon as the game's 
finished installing. Whether you fancy 
go-karts, sports cars, touring cars 
or even the series of single-seaters 
right up to an equivalent of Formula 1, 
you just have to select it and you're 
underway. There are sprint races, night 
races, mandatory pit-stops, refueling, 
2^-hour endurance races... there are 
even invitational events scattered 
throughout each season, which give 
you mini-championships to try on 


other car types, adding variety to the 
gameplay. Declining won't harm your 
progression. This is your game. 

Project CARS dares to do all the 
things other modern racers don't, 
but it's like a reckless driver veering 
wildly between brilliant wins and 
embarrassing shunts. It can be an 
extremely difficult game and you need 
to want to love it. But if the prospect of 
manual clutches, accurately simulated 
brake temperatures and asymmetrical 
suspension setups excite you, this is 
the game you are looking for. Just don't 
expect it to be perfect, because it isn't. 
At least... not all the time. OXM 


No other 
racing gome 
feels quite so 
realistically 
'outdoors' . 
Lighting and 
weather ore 
exceptional . 


■ The OXM Verdict 

PRO TIP 



Short-shift to keep the revs down as you 
leave tight corners. You won't spin as much. 


BETTER THAN... 

FORZA MOTORSPORT 5 

Project CARS has more 
tracks, variable weather, 
night racing and an 
absorbing career structure. 
Both are on the slidey side, 
but Project CARS lets you 
do more about it. 



DID YOU 
KNOW? 


9 The control 
mapping is 
so extensive 
■ that there's 
an even the option 
to assign one 
button to turning 
the ignition. 


OVERALL 

At times. Project CARS is the 
greatest racing sim ever. 

But it's also got infuriating 
Al, numerous bugs and 
inconsistent quality across 
its massive selection of 
racing disciplines. 
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ONLINE (PREVIEWS 



HAPPY WARS 

Spend along if you feel like that's what you wanna do 


H REVIEWER WE SAID 

Ben Griffin No previous coverage. 

LIVE Benjamin Three 

@GameGriffin 


or some, happiness is 
a Seinfeld marathon 
in your underwear. For 
others, it's watching 
a guy fall over in the 
street. Whatever your 
definition, happiness probably 
isn't a free-to-play-but-not- 
really multiplayer RTS that 
charges $1.99 for hairstyles. 

The currency in Happy Wars 
is Happy Tickets. They're used 
to purchase everything from 
skin tones and hair colors to 
character buffs, and while you 


can earn them through playing, 
accumulation is so slow you'll 
soon feel the need to pay out. 

The aim of the game is simple: 
two teams compete to siege each 
other's castle, capturing spawn 
points until they smash through 
the enemy stronghold and claim 
the tower. Think Battlefield's 
Conquest with a fairy tale twist. 


And, like in Battlefield, you can 
switch classes mid-fight. The 
warrior is the melee man, able to 
order his teammates into a phalanx 
to charge the enemy. Mages excel 
at hanging back and blasting off 
fireballs, as well as elementally 
charging soldiers' weapons. And 
clerics can summon materials to 
build equipment on the battlement. 

The thing is, though, even 
campaign stages cost. Ranking 
is slow, and if you're not at the 
appropriate level you'll need to pay 
Happy Tickets to progress. This is a 


shame because the story is Happy 
Wars' brightest spot. Here, the 
kingdoms of light and dark are at 
each other's throats, not because 
of political posturing or military 
conflict, but because they can't 
agree on what would win in a fight 
between an elephant and a hippo. 

While four-player co-op and MR 
contain straightforward skirmishes, 
campaign missions vary. There's 
one in which you must hunt down 
and destroy five escaped robots 
let loose by the insane Dr Airhead, 
and another in which you must kick 
mummies down the sandy lairs of 
giant antiions. 

But after a promising start, 
the difficulty spikes. Chaotic 
combat boils down to two swarms 


"Accumulation of Happy Tickets is so 
slow you'll soon feel the need to pay out" 



ARE WE HAVING FUN YET? Our first hour rendered as a wavy line... 


AMAZING 
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There s a Worms-like 
feel to the AI's playful 
battle chatter. "Bro 
down! Bro down! 

Pay to add skill 
buffs, or just whack 
your character in 
the actual buff. 






of characters charging each 
other, the winner determined 
by who carries the biggest 
stick. It's frustrating when a 
barrage of enemies stagger you 
without giving room to reply, 
and the lack of lock-on leads to 
misdirected attacks. 

Rather insidiously, there's a 
minigame called Happy Cards in 
which players spend money to 
open random packs in pursuit of 
rare items. Happy Wars constantly 
tries to make you spend, spend, 
spend, when really it would have 
been easier and fairer to charge 
a flat base rate. Free-to-play can 
work, but not here, a game where 
players must splash the cash to 
stay competitive. OXM 

■The OXM Verdict 


A free-to-play 
game that'll 
frustrate 
anyone not 
willing to 
splash the 
cash. Sad face. 





There is no greater disappointment in life than 
attempting a fatality and just jabbing them instead. 




I PUBLISHER WARNER BROS. / DEVELOPER NETHERREALM STUDIOS / EQRMATXBOX ONE / ORIBINALSCORE 8/10 


MORTAL KOMBAT X 

Earthrealm, Netherrealm - meet the Online Realm 



REVIEWER 

Ben Griffin 

LIVE Benjamin Three 
(g)GameGriffin 


WE SAID 

Great characters, solid online and 
loads of content make this a bit 
of a kracker. 


T otal wins with Reptile: I 
7,73A,926," says the 
online feed totting up 
worldwide records, and | 
it's stats like this that 
make Faction Wars feel a little 
redundant. These persistent 
battles are Mortal Korn bat Xs 
marquee online feature. Players 
start by picking one of five 
factions. There's martial arts 
experts White Lotus; military 
group the Special Forces; the 
Netherrealm's evil Brotherhood 
of Shadow; cutthroat criminal 
organisation the Black Dragons; 
and warrior clan Lin Kuei. 

The idea is players earn 
points by fighting, which feeds 
into a faction score and boosts i 


its standing, thereby earning 
rewards for members every 
week. But with thousands of 
people playing there's a nagging 
sense that your efforts are 
getting lost in the pile. Daily 
faction challenges at least offer 
incentive to pop in regularly. 

Thankfully there are plenty 
of alternative modes. Reliable 
versus fights let you check an 
opponent's level, win/loss ratio, 
and win odds, and team battles 
expand to 3v3 or 5v5 dust-ups. 
You can play ranked against a 
friend or competitor across 
both modes, but sadly anyone 
looking to get a couch-based 
guest involved will have to play 
pass-the-pad. 


I Meanwhile, King of the Hill is 
I MKX's solid version of endless 
I battle (a survival twist prevents 
I health regeneration for extra 
I challenge), while the 'Test Your 
I Luck' versus mode randomizes 
I rules to cleanse the palette. 

Lastly are Tower Battles, which 
I mash together online and off. 

I Here you face a string of A! foes 
I in Mortal Kombat's 'living tower' 

I structure while an opponent 
I does the same; the person with 
I the biggest score at the top 
I wins. This kind of detached, 

I at-arms-length contest is good 
I if you're not confident at head- 
1 to-heads with human players. 

While not quite on the level of 
I Street Fighter IVs assodmeni, 

I and although Faction Wars 
I fail to deliver, there's enough 
I here to keep you busy whether 
I Earthrealm, Netherrealm, or 
1 Inbriefsonthesofarealm. OXM 



Combatants don't need to match factions. 


I When did Quan Chi join the Special Forces? 


■The OXM Verdict 


Underwhelming 
Faction Wars 
only slightly 
detract from | 
an otherwise 
reliable clutch 
of modes. 
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ON THE DOWNLOAD 

Latest add-ons and indie games rated 




Kidman is nicely played by Jennifer Carpenter, 
who certainly knows how to deliver an f-bomb. 





■ PUBLISHER BETHESDA SOFTWORKS / DEVELOPER TANGO GAMEWORKS / FORMAT XBOX ONE 

(TESTED), XBOX 360 / REVIEWER CHRIS SCHILLING / PRICE $9.99 

THE EVIL WITHIN: 

THE CONSEQUENCE 

Fights, frights and blinding lights - a grand climax 


M ost of us will have had 
a nightmare where 
we're trying to escape 
from something and 
yet we're incapable 
of running away. It's equal parts 
scary and frustrating because 
of the way you're disempowered 
at a fundamental level. There's 
a set-piece in The Consequence 
that plays on this beautifully, 
and it's agonizing - there's a 
delicious irony in Juli Kidman's 
insistence that "I'm not running 
this time" when she can't sprint 
for more than four seconds 
without doubling over. 

It's a moment that sums up 
The Consequence. Like previous 
DLC episode The Assignment, 
it risks annoying players by 
mostly removing the ability to 


fight back, and restricting you to 
either short, panicked dashes or 
slow, nerve-fraying stealth. For 
us, it's a trade-off that works - 
we didn't mind dying a few times 
because its restrictions made 
the terror all the more tangible 
- but those easily irritated 
by design 
contrivances 
and slightly 
sluggish 
movement will 
find this to be 
heavy going. 

Those invested in the 
convoluted plot will be pleased 
to learn that The Consequence 
wraps up most of the threads 
left dangling at the end of 
the previous DLC. It's gently 
intriguing and allows for plenty 


//A cracking final 
reveal suggests 
that there might 
be a sequel// 




Character development isn't reserved just for Kidman 
- we get a glimpse into Castellanos' past, too 


of the weird environmental 
shifts that made the main 
game so unsettling. 

The set-piece we mentioned 
earlier ends with an incredibly 
satisfying flourish, and the 
climactic boss battle is more 
exciting and inventive than the 
campaign's 
final encounter. 
And there's a 
cracking final 
reveal that 
suggests Tango 
might just have 
been given the greenlight for a 
sequel. On this evidence, that's 
something to anticipate: despite 
a few moments of clunky design, 
this is potent stuff, a horror 
game that knows exactly how to 
discomfit and disturb. OXM 

■The OXM Verdict 


Another generous 
helping of horror. 
Occasionally 
frustrating, 
but more often 
tense, inventive 
and satisfying. 



ALSO 

RELEASED 

From best to worst, 
the latest additions to 
Xbox Live Marketplace 



©THE ESCAPISTS - ALCATRAZ 

The world's most famous prison, 
made adorable in The Escapists DLC. 
Price: $2.99 



@ MORTAL KOMBAT- 
KOMBATPACK 

Pricey, lazily-named pack features 
new characters and skins. 
Price: $29.99 



CUISINE AND CARGO 

Two new levels to explore and 
some new glitches to endure. 
Price: $^.99 



O PINBAU.FX2- 
AGEOFULTRON 

You've seen the film, now play the pinball 
machine? Better than the usual film tie-ins. 
Price: $2.99 



@ DRAGON AGE INQUISITION - 
THE BLACK EMPORIUM 

Adds four new expensive shops. 
Price: FREE 



O EVOLVE - GOUATH TIGER SKIN 

Giving the Goliath a fetching new 
black-and-orange look. 

Price: $2.99 
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KALIMBA: ULTIMATE 
KALIMBUNDLE 


T he golden totem that is 
Kalimba is now crested with 
20 new levels split across 
solo and co-op play. It's here that 
Hoebear, our host, not just bares 
his fangs but tears off his entire 
face, revealing a demon who 
drags us into the Dark Void - a 
'difficult mode' by another name. 

Solo stages are much 
spicier, adding 
teleporting and 
auto-running 
platforms. 

Steering two 
synchronized 
totem pieces 
is hard without 
one magically warping across 
the screen or the pair zipping off 
at speed - weave in the anti- 
gravity power and you end up 
with stages where you basically 
slingshot heroes from one end to 
the other. Trial-and-error plays 
more of a part, but the visual 
payoff, of two pieces swooping 


I through impossible mazes, is 
I suitably rewarding. 

Dark Void's co-op stages also 
I go for high drama - there are lots 
I of fast-moving segments that 
I see teams briefly colliding to 
I catch one another or nudge 
I each other to safety. Levels are 
I shorter than before, though 
1 this could be down to us having 
hit peak 
synchronicity. 

This meaty 
offering 

coincides with a 
free update that 
adds time trials 
and a fun pass- 
I the-pad knockout tournament 
I set across the game's challenge 
I rooms. Kalimba scored a solid ten 
I at launch and has only shored up 
I its generous offering since then - 
I even this DLC was free for a time 
I (you'll be annoyed to read now). 

I The reasons to love this bizarre 
1 beauty are stacking up. OXM 


CONKER'S 
BIG REUNION 

T his isn't exactly the 

comeback many expected 
for Rare's foul-mouthed 
squirrel. Yet it's easy to see 
why such an opportunity might 
have appealed to the dev: it 
could leverage the fondness 
for a much-loved character to 
generate interest in Project Spark, 
while showcasing what its game- 
making toolkit 
is capable of. 

But much as Big 
Reunion strives to 
highlight Spark's 
versatility, it 
winds up as 
a damning 
indictment of its limitations. 

It's evident a fair amount of 
effort has been invested here, 
though that doesn't compensate 
for its many flaws. Spark's user- 
friendly approach to coding might 
make things easier for beginners, 
but each moving part having its 
own 'brain' takes its toll on the 


engine, which chugs horribly 
during the platforming sections. 
Conker's inertia is a problem, 
too - you'll almost certainly skid 
past cover and into harm's way 
during the boss encounter, and a 
combination of this skittishness 
and the framerate means you'll 
likely be providing the swears 
that are conspicuously absent 
elsewhere. 

Worse, it's 
simply not funny, 
with tiresome 
gags that mock 
gaming cliches 
before indulging 
in them. And 
even at just ^5 minutes long, it 
says much that Conker makes 
sarcastic comments about 
artificial padding. For five 
dollars you're getting what 
amounts to a short, clunky 
fan-made mod, one that even 
those blinkered by nostalgia would 
1 struggle to justify paying for. OXM 


//Co-op forges 
the kind of psychic 
bond usually 
reserved for twins// 


//The effort 
invested doesn't 
compensate for 
its many flaws// 


1 


■ 



■The OXM Verdict 

Few platformers 
test fingers, or 
friendship, quite 
as well as this. 

Any excuse 
to return is 
welcomed. 




■The OXM Verdict 


As a free level you 
might feel like 
you should give 
it a reluctant 
thumbs-up, 
but you'd be 
nuts to buy this, 



Indie Roundup / The latest hidden gems and DIY disasters 



ZOMBIE SHOTGUN MASSACRE 3 SUPER JUMP CHALLENGE EQUATION FINDER MORE FUN WITH TWINS 3 DAYS OF NURSE FANNY 

Zombie shooting side-scroller with Make the blocks jump to avoid Prove to parents that gaming can Dull match-pairs card game with Five Nights at Freddy's but with 

a scantily dressed lead. We played nastier, speeding blocks. Makes be educational, and dull, by solving attractive women in the background, a sexy nurse and no scares, 

in our undies too. For immersion. Pong look hard, and gets old fast. equations against the clock. We've had more fun at morgues. Download Equation Finder instead. 
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UNMISSABLE 



QUESTS 

ON XBOX 


earn OXM love RPGs more 
than our own mothers 
(who we hope aren't 
reading this issue) but 
their main quests can 
be riddled with tedious 
cliche. Save one princess/planet/ 
galaxy and you've saved them all. 
Any digital adventurer worth their 


salt knows that the treats lie off 
the beaten path, in sidequest 
land. In honor of The Witcher 3, a 
true master of the dramatic aside, 
we opted to get ourselves blind 
drunk, warp a few minds, dump 
some bodies and murder our fans, 
all in the name of bringing you the 
weirdest sidequests on Xbox... 
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SIDE QUESTS 



#(g)OXM 


Diablo III 

>DEVELOPMENT HELL 

Playing Diablo III on Nightmare, or an 
even higher difficulty, gives you the 
chance to triggerthis rare, zombie- 
stuffed level. Gaming's most generic 
foes are spiced up a bit when you 
notice that they're all named after 
the Diablo III development team. Trust 
us, after a few hours of enduring 
Nightmare difficulty, you'll relish 
putting the boot in to the dude who 
built the 3D model of said boot. 
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Fable II 

>L0VE HURTS 

There's nothing more romantic than 
harvesting body parts for a mad scientist 
so he can resurrect his dead girlfriend. 
It would take a real cad to step in the 
way of Cupid's arrow. Enter Fable II: Cad 
Simulator. The resurrected Lady Grey will 
fall in love with the first person she sees. 
Sure, you could let true love win out 
and leave the scientist to his beloved, or 
you can let her fall in love with you and 
poach yourself an undead girlfriend. 






Fallout 3: Point Lookout 

>WALKING WITH SPIRITS 

Exposure to Point Lookout's punga 
seeds leaves you with visions of 
bobble-heads, a red saw in the sky 
and a giant needle sewing the ground. 
Eollowed by violin trees, exploding 
Nuka-Cola bottles and, uh, what? Relax, 
Wastelander, there's no need to panic. 
This is all a harmless hallucination. In 
reality you're actually just undergoing 
unsolicited brain surgery. Phew! 


Y 

1 believe Bob's carried soae of ■ 
tea. I want you to go undergrounc 


Fallout 3 

>0ASIS 

Explore Fallout 3 long enough and you'll 
find a lush forest Drink from the basin of 
purification and you'll meet 'The Great 
One'. The game does a great job of 
hyping you up to meet a God, and then 
introduces you to a talking tree - who'll 
ask you to kill him. Whatever you decide, 
there's a clear moral here: stay away 
from nature, and stick to games. Nature 
only leads to trouble/talking trees. 






FEATURE 



Mass Effect 

>CITADEL: THE EAN 

Conrad Verner is your biggest fan, but 
the fame soon grows irritating when he 
insists on following in Shepard's heroio 
footsteps, despite having none of the 
brains, training, or ability to sleep with 
his whole orew (ahem, not that we did 
that of oourse). Keep him alive long 
enough, and he beoomes helpful in 
ME3, but it's a long, delusional, two- 
game journey. On seoond thoughts, just 
have Shepard shoot him in the foot. 



Dark Souls 

>SAVE SOLAIRE OF ASTORA 

There are no obvious side quests in 
Lordran, beoause that would involve 
helping the player, and this is Dark Souls. 
But who wouldn't want to save Solaire 
of Astora? His love of sunlight and this 
brilliant joke: 'I am a warrior of the Sun! 
Spot my summon signature easily by 
its brilliant aura. If you miss it, you must 
be blind! Hah hah hah!' Zing! You have 
to go the extra mile to save Solaire. But if 
there's ever an NPC worth saving, it's him. 
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SIDE QUEST 
UNLOCKED 



Congratulations! Your unmatchable 
wisdom, incredible bravery and 
inability to read the map screen 
properly has caused you to stumble 
upon the first OXM side quest! 

Your goal is to read about THE F!VE 
WORST REWARDS FOR COMPLETING 
A SIDE QUEST. No, there's no way to 
skip it, you've read the intro now. 

5> OUTDATED/ 

OBSOLETE GEAR 

Level 3 Paladin armor? When I've 
been at Level 200 for hours now? 

It's like asking for an Xbox One and 
getting a Betamax player. 

(NOT ENOUGH) MONEY 

So we slay nine dragons for you 
and you thank us with the in-game 
equivalent of about 28c? We think 
we'll resurrect our fire-breathing 
friends and bring them over to your 
place for 'further negotiations'. 

3> GOSSIP 

'Lore', 'Info', 'Background' whatever 
your game calls it, we know 'blatant 
exposition' when we see it. 

2> A LONGER SIDE QUEST 

"Thanks for finding those 50 
needles in me haystack. Reward? 
You've unlocked permission to 
talk to the wife. She'll be wanting 
another hundred needles. Wha- 
what are you doing with those 
needles? No, me eyes... OH GOD NO." 

1> NOTHING 

Oh. On second thoughts we'll take 
that Paladin armor. 



Star Wars: Knights of the 
Old Republic II 

>SUNRY MURDER TRIAL 


Jedi Knight: Ace Attorney is a terrible idea 
that we should stop pitohing to Disney. 
But BioWare makes it work, using a trial 
to show off its game's morality system 
- good deeds earning light points and 
bad aotions sinking you into the far- 
oooler dark side. It's possible get any 
verdiot you want. Letting a murderer walk 
free sounds bad, but things are never 
as blaok and white as they first seem. 




SIDE QUEST 
COMPLETE 

>Y0U GAIN 

+0.0005% magazine 
content 


>Y0U LOSE 

-15% respect for 
magazine 



Dragon Age: Origins 

>S0LVING PROBLEMS 

Heroes don't have to be perfeot, right? 
Exaotly. So there's no problem with us 
oompleting 'Solving Problems' where 
you help murderers get rid of some 
dead bodies. It makes a nioe ohange 
from being the good guy, even if we're 
not sure throwing oorpses in the water 
supply is the best idea. Worth playing 
just to hear the exouses of the murderers 
that we helped out. Uh, don't tell anyone 
in Denerim we did this quest, okay? 
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SIDE QUESTS 



Dade Empire 

>THE PLAY'S THE THING 

Budding thespians should speakto 
aspiring playwright Incisive Chorus. 

He's furious that the sponsor of his 
newest play has altered the script 
to make it a satire of the Empire, and 
gives you the lead role. Do you respect 
art and follow his original script? Or 
risk provoking the Empire with the new 
one? The scene's even better when 
you deliberately fluff all your lines, 
forcing your co-star to badly improvise. 



Dragon's Dogma 

>TALENT IN BLOOM 

Give the blessed flower to a character 
of your choice. Hmm, is this really one 
of the best side quests to be found 
in Dragon's Dogma? Perhaps not, but 
shouldn'tthere be more games about 
handing out flowers to your videogame 
companions? Maybe if there were a 
few less Call ofDutys and a few more 
Flower Arranging 3000s, then oh! What 
a wonderful world this could be! [He's 
been at the punga seeds again - Ed.] 
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sidetJuest 

UNLOCKED 



Luck clearly drips from your every 
pore, for you've found the second 
OXM side quest! We challenge thee 
to read THE FIVE BEST REWARDS FOR 
COMPLETING A SIDE QUEST. Don't try 
to skip this one. It won't be like last 
time. We promise. 

5> MORE GAME 

A new area unlocked on the map? 
Hoorah! We hope it's full of side 
quests! Wait... 

EXPERIENCE OVERLOAD 

So what if our power-leveling has 
just broken the pace of the game. 
FEEL OUR POWER. 

3> STUPID WEAPONS 

We've unlocked a bazooka? And a 
tank? In S/cyr/m? Awesome! *Please 
don't try and find either of these 
things in Skyrim. 

2> GAME ACTUALLY 
BECOMING FUN 

Boots that double our walking 
speed, so it no longer takes three 
days to cross the map? We'd be 
madder if we hadn't unlocked this 
at the start of the game. 

1> (TOO MUCH) MONEY 

We're richer than the Queen of 
Diamonds, more loaded than a 
machine gun full of diamond bullets, 
we're going to buy everything and 
everyone, for this kingdom is ours 
to rule now and... all the best items 
aren't available to buy in the shop 
at our current level. Sigh, what's the 
point of having cash if you can't use 
it to exploit people? 



The Witcher 2 

>HUNG0VER 

What is a 'Witcher' anyway? Based on 
most of this game's side quests, it's 
a total sleazebalL After a heavy night, 
Geralt wakes up by the lake, missing 
most of his gear and with a tattoo of a 
naked lady on his neck. You stumble 
through the village, trying to figure out 
what you did last night. According to 
the NPCs, at one point you tried to ride 
a woman to the local port like a horse - 
and the tattoo isn't coming off easily. 



SIDE QUEST 
COMPLETE 

>Y0U GAIN 

+5 XP for reading the list 

>Y0U LOSE 

-20 XP for skimming last 
two entries on the list 


Dragon Age: Inquisition 

>SIT IN JUDGMENT 

Despite our body-dumping routine in 
Origins, we're still trusted to preside 
over trials in inguisition's courts. The 
trick is to judge crims, varying from the 
clearly guilty to the truly bizarre, without 
upsetting your companions with overly 
grim punishments. One man has been 
attacking Skyhold by firing goats at it. 
We had no choice but to sentence him 
to unbearable torture. Reminding us of 
Goat Simulator cannot be allowed. 
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FEATURE 



Borderlands: The Pre-Sequel 

>R0UGH LOVE 

"Nina lonely, need partner for 
love-times" - we've seen worse 
desoriptions in the lonely hearts ads. 
There's something about a great 
side quest that brings out the inner 
romantio in us, espeoially when it 
involves shooting potential suitors 
with a freeze ray. Find Nina her 
true love and she'll keep him in her 
infirmary, strung up by his wrists. We 
think we'll stiok to baohelor life. 



SIDE QUEST 
UNLOCKED 


Ready for the ULTIMATE CHALLENGE? 
Let's see if you have what it takes 
to read these FIVE SIDE QUESTS THAT 
NEED TO STOP NOW. The third and 
final OXMs\6e quest has begun! 
Don't skip it. We need this. 


5> ESCORT QUESTS 

Drag a useless, unarmed side 
character across the map. Name 
one escort quest you've actually 
enjoyed. No you didn't. LIAR. 


THE WONDERS OF 
CAPITALISM 




>SPARE A LITTLE 
CHANGE? 


Barely a quest, but kudos to the devs 
for showing how flawed the morality 
system is. A beggar asks you for money. 
For light side points, pay up and watoh 
a outsoene of him getting mugged. For 
dark side points, give him nothing and 
watoh him mug someone else. In the 
Star Wars universe, no deed is truly 'light' 
or 'dark', more of a murky gray. Flaunting. 


Give me gold and the quest is 
complete! That's not a quest. We get 
bribing a policeman so we can keep 
zoo animals at home, but why would 
you bribe NPCs to get less game? 

3> MYSTERY OF THE 
MISSING MYSTERY 

You have to solve a murder or catch 
a thief, but how? Simply talk to 
each NPC until you chance upon the 
guilty one. Sherlock Holmes became 
a real person for this entry, just so 
he could spin in his grave. 

2> KILL X AMOUNT OF 
LOW-LEVEL ENEMIES 

Slaughter hundreds of enemies who 
wouldn't have posed a threat to you 
ten levels ago. 

1> FETCH QUESTS 

Find me 700 pumpkins, so you can 
see why the devs could boast 'over 
80 hours of gameplay' on the box. 


SIDE QUEST 
COMPLETE 

>Y0U GAIN 

+10 intelligence for 
increasing your side 
quest expertise 

>Y0U LOSE 

-200 readers for this 
mag when you tell your 
friends about this feature 


¥ 



After a busy day, Shepard's earned a 
drink at Afterlife, the anti-human bar. 

Is that a smart move? Amazingly no, as 
Shep loses consciousness and wakes 
up outside. You can now go and face 
the bartender, or how about you maybe 
not swig a mysterious blue drinkthat 
you didn't order in the first place? Still, 
someone needs to stop Forvan the 
bartenderfrom poisoning his customers 
- it's a pretty lousy business model. 




— The Elder Scrolls V: Skyrim 

= >THE MIND OF MADNESS 

— In an Inception-Wke twist you journey 
= intothe mind of Pelagiusthe Mad to 
= battle his demons and fix his lack of 
= self-confidence. Boost his courage by 
= shrinking his enemies and boost his 

— sanity by maybe not stomping around 
E his brain in the first place. Complete 
^ it and you'll receive the wonderfully 

= named Wabbajack, a staff that either 
= weakens enemies, or makes them 

= much stronger. Truly mad. 
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SIDE QUESTS 



Borderlands 2 

>Y0U ARE CORDIALLY 
INVITED: TEA PARTY 

All little girls deserve to enjoy tea 
parties, even Tina, psyohotio demolitions 
expert and world's deadliest 13-year- 
old. Want to be the fool who tells her she 
oan't? Safer to proteot her from waves of 
'guests' as she pours tea and gets gory 
revenge for her parents' murder. Never 
been to a tea party before? We'd advise 
against attending one of Tina's - she 
has a habit of eleotroouting her guests. 





Fable III 

>THE GAME 

A save-the-prinoess quest is given 
a Fable twist, when the three mages 
who've enlisted your help turn out to be 
overenthusiastio gamers themselves. 
Shrunk down into their Hollows and 
Hobbes game (think Dungeons and 
Dragons] to meet a oardboard oast 
and fight real enemies, it's a fun send 
up of fantasy tropes. "Prepare to meet 
a feathery doom!" ories one of your 
oaptors, summoning a demonio ohioken. 



Sauth Park: The Stick Of Truth 

>FIND JESUS 

Summon Jesus in oombat and he'll 
desoend from heaven, spraying enemies 
with a holy dose of heavy maohine gun 
fire. To unlook him, you have to 'find 
Jesus' at the South Park ohuroh. A 
surprisingly pious sounding quest turns 
outto be a game of hide and seek. This 
is tame by Stiok of Truth's standards. You 
should see the bit where Mr Slave opens 
up his [Clear your desk and get out -E6]. 




The Elder Scrclls IV: Oblivicn 

>THE GHOST SHIP 
OFANVL 

This quest has you olimbing aboard The 
Serpent's Wake, a ship full of ghost 
pirates. Hang on, why isn't that the main 
quest? All games are better with ghost 
pirates - zombie parrots! Soary treasure! 
One side quest in Oblivion isn't enough 
- even Blaok Flag and Rogue didn't have 
ghost pirates! (Note to self: send threats 
to Ubi demanding Ghost Pirate UiC.] 
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MASTER CHIEF LEADS OUR 
E3 SPECIAL! OVER 20 NEW 
GAMES REVEALED! 4 


ON SALE 
21/07/15 

SUBSCRIBE ON 
PACE 60 
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XBOX EXTRA 

Squeezing more from your maohine every month 




90 OXM Investigates 

The weirdest weapons you can shoot/stab/ 
seduce/annoy people with on Xbox. 

92 Now Playing: Fable III 

We abandon being a good Queen, so that we 
can enjoy some good pie. 

9^ Now Playing: Borderlands 2 

Alex feels guilty about cheating against the final 
boss. Not guilty enough to play it properly, mind. 

95 Now Playing: 

Pool Nation FX 

Tom abandons revolutionary France for the joys 
of the humble snooker table. 

95 Now Playing: The Witcher 2: 
Assassins of Kings 

Matthew finds that murder can have 
unexpected emotional side-effects. 

96 OXM Replay 

Metal Gear Solid 3 returns us to a simpler time, 
when we could dress as a crocodile to work 
without being judged. 

98 Rejected MGS Bosses 

Successfully rooting through Kojima's dry 
cleaning reveals the Metal Gear Solid 1/ bosses 
that didn't quite make the cut. 
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XBOX EXTRA 


XBOX'S 

WACKIEST 

WEAPONS 

It's not all straight shooting in 
videogames, y'know. Here are some 
of the more baffling boomsticks... 



Land Shark 

Armed and Dangerous 


This long-forgotten third-person 
shooter was probably the start 
and end of the action-comedy 
genre - sad, given how brilliant 
this weapon was. There's little 
more satisfying than pointing at 
an enemy and having them bitten 
in half. It's so good, that the 
Saints Row dev stole it wholesale. 



Wicked Weave 

Bayonetta 


Bayonetta's hair is part-clothing, 
part-weapon, part-demon portal. 
The macabre forms of Hell's 
most powerful denizens emerge 
from her scalp to dismember 
angels. There's no easy way to 
explain how weird this is. And 
put it this way - she uses a lot 
of weird weapons. 



Team Fortress Z 

Tedious spiritual types will tell you 
that true strength comes from within 
To be fair, that point is somewhat 
proven by this, the Sniper's last 
unlock - a mason jar filled with his 
own urine. Not only does it weaken 
those doused, it's also an extremely 
efficient role-playing tool for music- 
festival attendees. 


A rock with a face 

Rock of Ages 

The majority of tower-defense 
games are content to give you a 
castle that conveniently parps out 
siege weapons. This undersung 
XBLA offering swaps all that for a 
sentient rock dumped on Earth to 
roll down hills and try to destroy 
priceless works of art given 
Terry Gilliam-esque life. 


Johnson 

Shadows of the Damned 

Johnson is a weapon in more 
ways than one. He's an irritating, 
levitating British skull who also 
serves as every one of lead 
character Garcia Hotspur's guns, 
and becomes a game-long source 
of wiener jokes. Oh, and just to 
quadruple down, some of those 
gun names are wiener jokes, too. 
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Mr Toots 

Red Faction: Armageddon 


Inadvertently the creepiest 
addition to our list. One of the 
few redeeming features of this 
half-baked game was the cartoon 
unicorn who farts catastrophic 
rainbows when you lift his tail. 

But look at the pain on Toots' face 
- this is clearly non-consensual 
misuse of a magical ass. 








Massive Bomb 

Dead Rising 3 


On the surface, there are far 
stranger concoctions in Dead 
Rising, but this has an endearing 
simplicity. It's a bomb, and it's 
huge. So huge you can't put it in 
your inventory - you cart it to its 
endpoint, lob it and wipe out a city 
block. And blow your character's 
clothes off in the process. 


Hand Cannon 

Dead Space 2 


You can make this one for 
yourself at home, actually. Just 
get a standard 'big foam hand' 
from any good sporting event, 
then, like Isaac, childishly mutter 
"bang bang bang" or "pew pew 
pew". All you need to do then is 
work out some way of making 
your targets' limbs fall off. 



Gilgamesh 

Devil May Cry ^ 


While an artifact that gives Dante 
gloves, thruster boots and an 
enchanted scuba mask doesn't 
stray too far outside of the 
series' penchant for weirdness, 
the fact that practically all of 
its moves are drawn from Bruce 
Lee films or Capcom fighting 
games is a bit odd. 






Live Ammo 

Oddworld: Stranger's Wrath 

Bows are ten-a-dime in games 
these days, but the Stranger's 
version comes with a twist. 

This wrist-mounted ballista 
fires a selection of chittering 
alien beasts, from body-less 
chipmunks to spiders that poop 
out immobilizing webs in surprise 
at being used as ordnance. 



Art of War Scroll 

Dynasty Warriors 8: XL 


In a series with both tens of 
playable characters and a wanton 
disregard for responsible history 
teaching, there was always 
going to be a point at which a 
character just carried around Sun 
Tzu's famous tactics manual/'80s 
business bombshell and use it to 
summon ghosts. And here we are! 



Boganella 

Borderlands: The Pre-Sequel! 


Boganella is a pink shotgun that 
talks to you in an Australian 
accent. Well, swears at you. She 
swears at you for firing her, she 
swears at you extra-loudly for 
swapping her out for another 
gun and she gets - er - excited 
when you reload her (which she 
indicates by swearing at you). 



Brooms 

Dustforce 


This XBLA action-platformer 
swaps out traditional weapons 
for something we keep in the 
garage and try to forget about. 
Brooms serve the double purpose 
of vanquishing enemies and, 
well, sweeping up dust (albeit 
in the style you'd expect from a 
kung fu movie). 




South Park: The Stick of Truth 


Context is all. In most action 
titles, this would be a mid-game 
stealth option - at best a one- 
headshot kill machine. But in an 
RPG where most weapons are 
either turds or sticks, the ability 
to fire high-velocity bolts into 
abdomens is pretty out there. 
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The games we're 
still going back 
to, and why 




A very reckless way 
to grab something so 
pointy and ouch-y. 
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XBOX EXTRA 


Jenny Baker is playinq... 

Fable III 



BECAUSE.. "Someone has to knead Albion into shape" 


▲ LOVING The villagers praising my pie making prowess HATING The lock of treasure in the treasury 


B eing a hero in Albion can be 
tough - chasing chickens, 
maintaining several unhappy 
marriages, following the 
latest alignment-based 
diets - so when I became the 
kingdom's queen, I decided it was time 
to indulge in a few luxuries. A bundle 
of cut and polished diamonds, a 
Slimquick sword for maintaining my 
physique, a combat book for my canine 
companion - that's not too much to ask 
for, right? Wrong. 

The finale of Fable III is about one 
thing: solving Albion's debt crisis. If you 
want to save your royal subjects, you 
have to fill the treasury with a minimum 
of 6,500,000 gold. And if you want to 
earn your luminous angel wings in the 
process, you have to do it without 
raising taxes or breaking promises. This 
isn't a big problem if you're sitting 


I pretty on the property ladder - you can 
i set the rent sky-high and pacify your 
I tenants later by delivering packages 
I and playing pat-a-cake - but if you're 
I like me then you've probably ignored 
i the 'for sale' signs and poured all of 
I your precious guild seals into pie- 
I making. What can I say? The heart 
I wants what it wants. 

Pie-making in Albion is a little 
I repetitive. Okay, it's i/e/y repetitive. 

I What's more, it has a surprisingly large 
I amount in common with blacksmithing 
i and playing the lute - who knew? 

I Maybe Lionhead Studios is trying to 
I teach us a lesson about transferable 
I life skills. And yet, it is also incredibly 
I therapeutic, like slicing through 
I balverines in Silverpines - X, Y, X, X, A, 

Y, A. Ta-dah! "Ooh, that crust is divine. 

Have you done this before?" You can bet 
_ your sweet rolling pin I have, pie lady. 


//Clearing the kingdom's debt 
through pie-making isn't necessarily 
something I'd recommend// 


DETAILS 


Released 

Oct 2010 

Dev 

Lionhead 

Studios 

Pub 

Microsoft 

Studios 

Format Xbox 360 

Score 8/10 , 

OXM #67 

Recap 

The third 
installment 
of Lionheod's 
flagship 
series . 
Contains on 
industrial 
revolution , 
on empty 
treasury , 
and dog- 
friendly DLC . 


The great thing about pie-making 
in Fable III is that even if you make a 
hundred pies in a row you can't saturate 
the market. Pies are like health potions 
and crunchy chicks - they're always 
in demand. The not so great thing is 
that you spend all of your time making 
miscellaneous pies with mystery fillings. 
Where are the crumbly and epiphanic 
blueberry pies of Fable II when you need 
them? Long story short - it doesn't 
exactly nurture creativity. I want to 
experiment with prickly pear pies, and 
draw up plans for the first gingerbread 
orphanage, but the fact is: I can't. 

Of course, while clearing the 
kingdom's debt through pie-making 
isn't necessarily something I'd 
recommend - it won't leave you with 
enough pocket money for a lizard on a 
stick, let alone a new sword - it does 
give you plenty of time to reflect on 
the many endearing qualities of the 
humble pie. Health-boosting, curve- 
enhancing, debt-reducing - it's a 
comforting slice of simpler times in 
Fable Ill's industrial, and ever-so-slightly 
hostile, reimagining of Albion. ■ 
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Jhb^ big blue 
shieid has 
been erected 


to keep 
lazybones 
like me 


©•tl^ating . 
Didn't work. 


llalKlifet 


mSssSimsaSs^W 


XBOX EXTRA 


Alex Dale is playing... 

Borderlands 2 



BECAUSE... "I have unfinished business. Unfinished c/?eafy business" 


LOVING The buzz of getting o new, better gun every 15 minutes HATING Forgetting you con buy extra gear slots 


A fter 30 grueling hours, I 

finally returned to the scene 
of the crime. Normally a 
second playthrough is much 
quicker than the first, but 
you couldn't put a cigarette 
paper between the times I clocked on 
Xbox 360 in 2012 and Xbox One in 2015. 

Say what you will about Borderlands 2, 
but you can't cheat it. You have to grind 
through side-quests until you're the 
'recommended' level for the next story 
mission, or you're toast. No shortcuts. 
Except right at the end, of course. 

And that's why I was always destined 
to return to the Vault of the Warrior, where 


Borderlands 2's final battle plays out. 

The Warrior is the worst type of final boss 
- a horrid scaly thing who vomits grossly 
overpowered lava attacks that wipe 
thousands of points off your health meter 
in an instant. No matter how nimble you 
are, getting hit is inevitable. As is having 
to take a Last Stand - the near-death 
state where you either score a kill, or 
bleed out. The trick is to stay close to a 
nearby Crystalisk and use them to revive 
yourself. But it's a battle of fine margins. 
If the Crystalisk is out of sight, it's all over. 

Except there's that rarest of things: an 
exploit. Before the battle begins, you can 
climb the rocks overlooking the Warrior's 


//And so help me, by this point I couldn't 
face another two hours of Claptrap. So I 
cheated. And it haunted me for years// 


DETAILS 


Released 

Mar 2015 

Dev 

Gearbox 

Pub 

2K Gomes 
Format Xbox One 

Score 7/10 , 

OXM #12^ 

Recap 

Some of the 
funniest , 
most 

compulsive 
shoot in ' 
and lootin' 
available on 
your next- 
gen box . 


den, and take potshots from afar. This 
is a slow and painful way to defeat it (as 
you can't shoot its vulnerable underbelly), 
but it has a 100% success rate - and 
you can even nip back to buy more 
ammo. In 2012, it was either that, or grind 
to match the Warrior's Level 32 status. 
And so help me, by this point I couldn't 
face another two hours of Claptrap. So I 
cheated. And it haunted me for years. 

My second playthrough was going 
to be my big redemption story. Thanks 
to the DLC packages, I came prepared 
for my big moment. An acid-spitting 
assault rifle I yoinked off a pirate and 
a hand cannon I stole from Captain 
Scarlett herself. An hour later I emerged 
victorious... er, on my cheaty, sinful 
perch high above the Warrior's den. 

What can I say? Turns out that 30 hours 
of grinding grinds away your moral fiber. 
Here's to playthrough three in 2018. ■ 
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XBOX EXTRA 


Tom Stone is playing... 

Pool Nation FX 

BECAUSE... "18th century-France didn't have a decent pool hall. Cue revolution!" 


▲ LOVING The absolutely compulsive qomeploy HATING The, er, absolutely compulsive qomeploy 



L ast month's Games With Gold 
offering was a humble one; a 
decent game of orb-to-cup 
(or 'pool', as you commoners 
know it as), and nothing more. 
Certainly, nothing that was going to tear 
me away from my freshly purchased 
copy of Assassins Creed Unity. And yet... 
it's only a small download, so why 
shouldn't I give it a quick try? A quick 
frame could be a pleasant way for me 
to pass the time while I wait for France 
to squeeze down my phone line. 

Flours pass. Days break. I break. The 
peasants are calling for a revolutionary, 
so why can't I stop playing? All of Paris 
at my fingertips and I'd rather sit in 
the dark missing reds, knowing each 



Achievement is evidence to use against 
me for misuse of new-gen tech. First 
I told myself it was just my ruthlessly 
competitive nature, that I couldn't rage- 
quit until I'd won at least one frame. 

A few victories later, and that flimsy 
excuse wasn't so much holding water as 
it was lying on the bottom of the ocean. 


DETAILS 


Released 

Apr 2015 

DevCherry Pop 
Gomes 

Pub Cherry Pop 
Gomes 

Format Xbox One 


A small, simple game. Pool Nation FX 
can feel like a trap, stopping me from 
playing the bigger stuff that I bought 
the console for. I'd unlocked half the 
Achievements in 8-Ball mode before I 
even realized Unity \Nas ready to start. 

But why should I feel ashamed? I 
may not have bought an Xbox One so I 
can show the world how good I am at 
online pool, but surely if my new gaming 
powerhouse can play a decent pub- 
game sim that hooks me for hours, then 
that should be celebrated! A great game 
is simply a satisfying way to pass the 
time, and Pool Nation FX does just that. 
I'm having another 60 frames. And why 
not? I mean. Unity can barely manage 
30 frames, amirite? ■ 


Matthew Castle is playing... 


The Witcher 2: 
Assassins of Kings 



BECAUSE... "I'm engineering a fate worse than death" 


LOVING Setting up villains for a future fall HATING Letting them get away with murder in the meantime 


M any men die a terrible death 
in The Witcher 2. 'Terrible' 
as in... lousy. Engaging in 
combat means fighting the 
over-zealous lock-on as 
much as what you're locked on to. A 
health bar slowly depletes and whatever 
it's attached to tumbles to the floor 



with all the drama of a torn plastic bag. 
When said body belongs to a rapist/ 
murderer you've pursued for hours, 
it's somewhat anticlimactic. I hate the 
malice of the phrase 'death's too good 
for them', but I sympathize. This death 
is too good, too well-behaved. 

I plough points into the swordsmanship 
branch of the skilltree to no avail. A skill 
named 'Violence' simply ups the stats, 
not the hacks. Another, 'Combat Acumen', 
promises group finishers; they turn out to 
be canned animations that further distance 
me from the action. Geralt is capable of 
so much more. I know - I've seen The 


DETAILS 


Released 

April 2011 

Dev 

CD Projekt Red 

Pub 

Nomco Bondoi 
Format Xbox 360 

Score 9/10 , 

OXM #85 


Witcher 3. Then it hits me: the Geralt of 
2015 can deliver the kind of punishment 
2012 Geralt hasn't got the chops for. And, 
thanks to the series' love of consequence, 
I know that characters who survive might 
appear in the sequel. So I forgive the scum. 
I save a sorceress from a self-destructing 
teleportation device. But only, you must 
understand, so I might personally teleport 
her arms from her torso later. 

Maybe our paths won't cross and I've 
made life hell for the next victims in line. 
But I'm sticking to the plan. Revenge is 
best served cold, but it's even tastier 
with a side order of FID gore rendering. ■ 
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THE OXM 
REPLAY 


Revisiting the 
resolutionally- 
challenged 


Junglescape gives way 
to more traditional 
interiors os Naked Srloke 
sneaks deeper behind 
enemy lines . 


Metal Gear Solid 3: Snake Eater 


Our MGS V feature has once again given Alex Dale the taste for tree frog 


S nake Eafer tells the story not ' Greek symbolism of ouroboros - a 

of the birth of a hero, but of serpent devouring its own tail. But also, 

his death. Set over AO years after he kills his mentor, and solemnly 

before the events of the first collects his medals, we can see that 

two Metal Gear games, MGS 3 guilt is eating Snake from within, 

places us in the boots of a soldier There's not a lot of cheer to be found 

named Naked Snake, a man who would in Naked Snake's tale - he arrives at his 

later go on to become the tyrannical self-realization via torture, heartbreak. 
Big Boss, the commanding officer who amputation and a finger-blistering 
famously betrays Solid Snake at the climb up The World's Longest Ladder, 
end of the original (NES) Metal Gear. But yet Snake Eater, for all of its 

Using the Cold War as both backdrop thematic bleakness and belligerent 

and subtext. Snake Eater chronicles the controls, is a delightful world to play 

events that kickstart Naked Snake's around in. The decision to rip the 

downward spiral. A more focused tale stealth-action out of grimy industrial 
than other entries in the series, it tells complexes and into the brightly-lit 

the story of his betrayal at the hand of Russian jungle brought out the best in 

his mentor. The Boss, and his next director Hideo Kojima - famous for his 

mission: to hunt down and kill her. ability to offset brooding narratives 

The mission is codenamed Operation with silly gameplay flourishes. 

Snake Eater, and it's remarkably 

appropriate - the notion of the student Snsp nSppy 

killing the teacher evokes the ancient And Snake Eater sees Kojima at his 

most playful. The example that always 
sticks in my mind is the crocodile cap. 
It's found relatively early on in the 
game - a craggy rock high above 
Chyornyj Prud - but it's hidden well 
enough that I didn't discover it until my 


third playthrough. It is as advertised: a 
comically oversized piece of headwear 
shaped like a crocodile's head. In most 
normal circumstances it's impractical 
and draws derision from your foes. 

But as ever with Metal Gear Solid, 
thinking outside the (cardboard) box 
reaps big rewards. With croco-cap 
equipped, you'll soon discover that 
guard dogs - who usually sniff you out 
like you're made of sausage - give you 
a wide berth. Fooling human guards 
requires a little more guile. Hide behind 
a pile of rocks, lie down and gingerly 
poke the crocodile snout out of cover 
- do it right and patrols will flee in terror, 
allowing you to sneak on unhindered. 

The crocodile cap isn't a lone island 
of madness in a sea of sensibility. It's 
more like an archipelago of the asinine, 
as Kojima and his designers' 
mischievous minds run riot. Captured 
animals can be unleashed on patrol 
runs, causing havoc. Rationed food 
that has been left to rot isn't 
necessarily destined for the bin - drop 
it in the middle of a particular boss 
fight and you can trick him into eating 
it, causing him to vom all over the floor. 


DETAILS 

Dev Konami 
Pub Konami 

Released 

February 2012 
Scored 9/10 


//Naked Snake arrives at his 
self-realization via torture, 
heartbreak and amputation// 
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Ancient sniper The End uses his beloved parrot 
as a spotter. Taking her out reduces his 
effectiveness, but makes him more aggressive. 


Publishers send OXM 


SiPV ^ games. Loads of games. 
iSlpBNTtyjV' Good, bad and downright 
stinky. Every month, we 
V delve into our Games 
K Cupboard of Doom and 


THIS 


MONTH 


RESIDENT EVIL: 

OPERATION RACCOON CITY 


INFLUENCED BY. 


METAL GEAR SOLID O 
Kojima wanted to explore 
the journey to the base. 


liiijWiiHilih 

©PEACE WALKER 
Follows Snake's course 
after quitting the CIA. 


Another boss battle, with a 102-year- 
old sniper, can be skipped entirely, 
either by taking him out from afar or, 
ingeniously, simply by waiting a week 
- next time you boot up the game, he'll 
have succumbed to old age. 

Not that you'd want to skip it. The 
tense sniper dual with The End isn't 
just one of the best boss battles of all 
time - it's the greatest realization of 
what Kojima wanted MGS J's outdoorsy 
setting to achieve. It's a more organic, 
open-ended brand of stealth, which 


W ho would want to 

work for the Umbrella 
Corporation? It's a 
company responsible 
for virus outbreaks, 
staff massacres and, we presume, a 
terrible healthcare scheme. 

Operation Raccoon City was going to 
have to be an incredible game to 
make us want to sign up. 

Spoiler: it isn't. 

You'll clock that 
the game's a bit 
'off' from the first 
time soldiers are 
firing at you, 

while you keep accidentally ducking 
in and out of cover. Controls are stiff 
and unwieldy in fine Resi fashion, but 
what's a real pleasure for a survival 
horror game is poison for a military 
shooter with zombies crowbarred in. 
The game is functional when you 
fight the undead but the fun train 


^What are 
wrong? Are 
shots even 


grinds to a halt whenever they're 
swapped out with warmer enemies 
such as soldiers or famous villains 
from Resi past. They're merciless 
bullet sponges, barely reacting to 
your shots until suddenly dropping 
dead after what feels like an epoch 
passes. What are we doing wrong? 
Are we using the best gun? Are our 
shots even hitting? "Shh! It's one of 
our secrets," 
whispers Capcom. 

It's a fan service 
game with nothing 
to service fans. 

No insights into 
Umbrella, dull new characters and 
you're even ordered to shoot Leon S. 
Kennedy. That's like releasing a 
Halo game where half the controls 
don't work and you have to kick 
Master Chief into the sun. Do the 
world a favor, kick Operation 
Raccoon C/fy into it instead. 


we doing 
our 

hitting'5^ 


gives just as much room to let the 
players' creative sides run free, as it 
did the devs'. By taking Big Boss' next 
adventure open-world. Metal Gear Solid V 
aims to expand on this philosophy - but 
without Kojima's input (or so it seems], it 
remains to be seen whether it will retain 
the impish humor and experimentation 
that cushioned the impact of the first 
flight of steps in Big Boss' descent. ■ 

WHAT HAPPENED NEXT, 


Big Boss' story is continued in 
Portable Ops, Peace Walker, 
Ground Zeroes, MGS M, MGS IV. 
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THE FINAL COUNTDOWN 




REJECTED METAL 
GEAR BOSSES 

Metal Gear Solid V: The Phantom Pain promises to be Big Boss' toughest ordeal yet, but 
it was almost even tougher still. These exclusive notes, lurking in the bowels of 
outgoing , director Hideo Kojima's desk, show what might have been... 




BiteyBox 

Y Snake’s greatest 
ally turns on him 
once and for all when the 
game’s boxes develop a 
hunger for human meat. 
OXM tip: being eaten by 
a box due to be delivered 
to a graveyard saves you 
money on the funeral. 

Gaseous Snake 

The fifth/sixth/whoeven 
caresanymore clone of Snake, 
Gaseous is one of his toughest 
foes yet. How do you defeat an 
opponent who can slip up your 
nose and down your windpipe 
to give your pancreas the CQC 
treatment? Easy: just complete 
the whole game without 
breathing. Kinect monitors your 
breathing for extra immersion. 

Credibility Mantis 

This time, Psycho Mantis is 
out to destroy Snake’s reputation 
for good. Take more than ten 
minutes to finish him off? 
Congrats! You’ve just unlocked 
yourself a 100% completion’ 
Achievement in Barbie Horse 
Adventures for all the world to 
see. It’s then broadcast to Twitter, 
Facebook, your ex’s email and the 
display at Times Square. 


QQIPsycho Mantis Jr 

An eagerly awaited battle 
with Mantis’ teenage son proves 
that, sadly, psychic powers 
aren’t genetic. “Was this your 
card?” he smugly asks, proudly 
holding up a banana. “Uh, 
just a sec. Oh God, it’s just like 
that dream...” he frets, hastily 
reshuffling the deck as Snake 
leaves, disgusted. 

[Ij^HBitey Box 2: Game Box 

After the overwhelmingly 
positive reception to Bitey Box, 
99% of copies of the actual game 
munch on the fingers of gamers 
foolish enough to dare to try to 
open it, making The Phantom 
Pain even less likely to reach your 
console than Silent Hills. 

[lISMJ ohnnv Exposition 

Somehow hearing no 
negative feedback from Metal 
Gear Solid 4, Kojima gives 
the fans what they ‘want’ 
and introduces Johnny, an 
insufferable super-fan who 
recounts the entire backstory, 
hopes, wishes and star sign of 
every NPC you meet in the game. 
Oh, and he’s indestructible. And 
has the body of an owl. Why? 
He’d be happy to tell you... 



COME IN SNAKE! HAVE YOU EVER SEEN 1HE MOVIE f AUL SLART; MALL GOi 


Elxclaitiation Mark 

► Tired of hanging over the heads of stupid guards, 
the giant punctuation mark ruins all attempt at 
Stealth by standing at the end of all of Snake’s sentences, 
making him scream his objectives all around the base. 



fiBMG aseous Snake Returns 

“You were breathing 
weren’t you? TVEREN’T YOU?!” 
barks Kinect, as you weep over 
the controller. ‘THEN BREATHE 
NO MORE!’ it declares, filling the 
room with poisonous gas as you 
wonder how the Xbox managed 
to lock your doors and windows. 
War has changed. 

[IlSM Character Select Screen 

“Wait, how is that a boss?” 
On the contrary, dear reader - 




Solidus of the Seas 
► Finallyfulfillinghis 
curious dream. Solidus 
is at last a complete octopus, just 
waiting for Snake to enter his tank 
SO he can have his sweet tentacley 
revenge. Or, you could justwalk past 
the tank. Or skip the SeaWorld level. 


only by entering a precise series 
of codes, gestures and flirty winks 
can you actually charm this boss 
into letting you select Snake 
and start playing. Any mistakes 
and you play as Raiden. In every 
game. For the rest of your life. 

IlMThe Editor 

He has the nuclear-missile 
launch codes and he’s prepared 
to use them. But he also has the 
power to make final cuts over The 
Phantom Pain’s cutscenes. Does 
Snake dare let him go free, just 
so we don’t have to sit through 
another 27-minute cinematic? 

IKB^ Pavid Hayter 

Furious he wasn’t asked 
back, Hayter incites a gruff voice- 
off that sets a new record for 
deepest growl in gaming. Who 
wins? In this war, no one wins, 
except sales of throat lozenges. 


NEXT ISSUE OF OXM ON SALE 21 JUL SUBSCRIBE AND SAVE MONEY: SEE PAGE 60 FOR DETAILS 
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Fantasy Violence 


JOIN THE FREE BETA 

PROJECTSPARK.COM 


CREATE interactive levels, 
games and worlds. 


PLAYand remix a constantly 
expanding universe of games. 


INSPIRE and be inspired 
by Project Spark's unique 
gaming community. 





™ ^ 1 






M XBOXONE 









9012 


AMDH 

PRESENTS 

GAMING 


POWERED BY PC GAMER 



Tuesday, June 16th 5pm - 8pm 


IT’S HAPPENING 


Now, for the first time, the PC platform will have its own event during E3, 
where the community will be able to celebrate this era with some of the biggest 
names in PC gaming and see the innovations that lie ahead. 

Hosted by Sean ‘Day[9]’ Plott, the PC Gaming Show will take place at the 
Belasco Theater in Los Angeles on Tuesday, June 16, 2015. 

In partnership with Twitch, the PC Gaming Show will be streamed live, and 
feature new game reveals, updates on beloved series, and perspectives from 

key PC developers. 


www.pcgamingshow.com 


SPONSORED BY 


AMDH 


j Bohemia 

'Interactive 
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